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Full Throttle’ scorches the screen lige an exhayst pipe on an exposed leg. 
You're Ben — deserted, left for dead and framed for murder. You'll do anything to 
clear your name. Like running big rigs off the road at i00 mph. Aad if a few 
butt-ugly bikers get the crap sicked out of them in the process, hey, that’s life. 
It’s big bad bikes, big bad gangs in a big bad world. It’s Full Yhrottle. ——- 

Where the courtroom is the street, and the judge is a tire iron. 


Avallable now for IBM PC CD-ROM. Coming soon for Mac CD-ROM, 


Full Throttle” and ©1994 LucasArts Entertainment Company. All Rights Reserved. Used Under Authorization. 
The LucasArts logo is a registered trademark of LucasArts Entertainment Company. 


FRIENDS DON T 
FRIENDS FLY SOLO 


And whether 
you're at the 
controls of 


And with 
Werewolf" ys, 
Comanche 2:0™ 


you dont have Russia’s premier 
to, Thats wa 
because with Of its fearless 
: two killen@D 2 GAMES American counter- 
Games im One 2 CDs INSIDE part, the RAH-66 
DOx and Comanche, you'll 
, Advanced be flying over the 
multiplayer crystal clear 
Capabilities reality of Voxel 
(via MmOdem, Space” terrains 


Network OF and experiencing 
direct CONTECH), over 100 hair- 
YOU Can gO faising missions. 
head-to-head) Missions you have 
team up for never seen before, 
cooperative | even if you’re a 


i ws Comanche vet. 
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" »* ‘Sometimes your best friends ~ ~>s 
lan. ’* \% can\be\your Worst'enemies.— 


Werewolf vs. Comanche, Comanche, Comanche 2.0, Voxel Space, Novalogic and the NovaLogic logo are trademarks of NovaLogic, 
“ is ayegistered trademar of Data Fast USA, Inc;.for video games. ©1995 by NovaLogic, Inc. All rights reserved. 
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Cold Steel, Extreme Attitude, 
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Plunge into Wetlands, an 
edge-of-the-seat thrill ride 
through an exotic and 


perilous under water 


ae 


world. The action is fierce, the 


stakes are high, and failure 


isn’t an option as life itself 


hangs in the balance. 


Cinematic Action Thriller peo = — 


Main Radar: 
* Thrordaa = 


intense Arcade Game Play 


‘tamneblixe Storyline 


Fire Cis Gy 


30D Rendered Graphic Environment a sieuee 
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Available at your local New World retailer or order direct from 
New World Computing at 1-800-251-9564 (818-591-4136 outside 
the U.S.), or by mail: PO. Box 4302, Hollywood, CA 90078-4302. 


7 NEW ment COMPUTING, INC” 


P.O. Box 4302, ‘Hollywood, no cA 930078 


hd 


sf 
© 1995 New World Computing, Inc. Wetlands is a trademark of New World Computing, Inc. New World Computing and its distinctive logo are 
registered trademarks of New World Computing, Inc. New World,Gomputing, Inc. is a wholly owned subsidiary of NTN:;Communications, Inc. 
All rights reserved. IBM screens - le ae Screens may vary. All other Gademans belong to their respective holders. 
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FLY IN THE FACE OF DANGER. 


Wind gusting. Clouds building. 

You set the conditions, then you conquer them. 
New Microsoft® Flight Simulator™ 5.1 on CD. 
You choose the cities and airports, 

now more than 200 airports worldwide. 

Cities and places so detailed you can 

Spot the tandmarks and rattle their windows. 
Buzz airport towers from Guantanamo Bay to 
Auckland, New Zealand. 

Circle the pyramids. 

Fiy barrel rolls over the Taj Mahal. 

Try a zero-visibility landing between 

the mountains at Geneva International. 
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WHERE DO YOU WANT V0 GO TODAY?” 
4 ' 


; ‘ 


FLY IN THE FACE OF DEATH. 


Try stunts you wouldnt Gare an feat) )i7e. 
Set the weather so you Gan 9+) Guna oo 
around a fog-shrouded GOlden Gate Briage, 
and then land in 40 Mph GUSTS au SFU. 
Fly Lindbergh's path from Néw York to Paris. @sing onty 
your instruments to plot your way, @S9n@ Nerves Of Steet 
to handle the bone-jarring turbulence, 
h With Microsoft Flight Simulator 5.1, Peal-lite 
sy flight equations and models let you find 
out what it's like to actually Tly, 
to fly in the most frightening Feal=-life conditions. 


FLY IN THE FACE OF THE FAA. 


Fly patterns that would get you arrested. 
Test your flight skills with 20 new gameplay scenarios. Land on the USS Nimitz. 


Slalom between buildings on Park Avenue, the Champs Elysées, North Michigan Avenue. 

Land a plane in the Los Angeles Coliseum. Touch down at some of the world's 

most difficult airports on days you would never get clearance to land. 

Your ability to customize weather patterns, choose airports, and fly above 3D clouds and scenery 
that changes with the time of day and time of year makes flying as realistic as possible. 

Get new Microsoft Flight Simulator 5.1. It's as close to reality as you want to get. 


For cool information on computer flight simulation, try out the Flight Simulation Forum on Compuserve (GO FSFORUM”).© 1995 Microsoft Corporation. All rights reserved. 
Microsoft is a registered trademark and Where do you want to go today? is a trademark of Microsoft Corporation. Flight Simulator is a trademark of Bruce A. Artwick. 
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Se  ) & 
Initialize 
With Windows 95, Microsoft has a hold on the 


computer industry. Should we be worried at 
what might happen? 


Letters 


Comments, questions, criticism and complaints 
about everything in computer games and some 
things that aren't. 


News File Phase Units Assault Reinforce Status Display A/l Modem Options Help 


Konami, long absent from the realm of comput- 
er gaming, ramps up its staff as it creates a 
North American development team. 


Reviews 


Check out Lords of Midnight, Battleground: rie : ai pm de Falize fd 
Ardennes, Heroes of Might and Magic, Apache oe 
and much more. 


Hardware 


The latest thing in high-tech computer systems aaa i a 24 pea ii = 
in the newest Pentium system from Falcon H Forest 7 ' 4 me ees 
Northwest. : RO 4 é 


Add-Ons eee Sen sac baci ne te 
& Info 


Relive the glory days of non-strike-shortened 
baseball seasons with the Bill James Baseball 
Encyclopedia 


Child 
Support 


see a 


Strategy 


Mechs, mechs and more mechs. You want to 
survive the killing zones in MechWarrior II? 
Here’s what you need to know. 


Game Over 


Headbone Interactive pairs farm animals and Rom Mohe meets his maker as the Dark isch selene een 
reading skills in its latest release, Alphabonk Trooper project gets its plug pulled in Dark aie . (Ne 
Farm. Forces by LucasArts. : oe 
QS 
Previews In the Bag 
Electronic Arts gets ready for the newest ver- see the sequel of the game that rewrote the 
sion of its hockey game, while Bungie gets set —_ point-and-click interface with Interplay’s 
for Marathon 2: Durandal. Dungeon Master II. 
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QUAKE 


After the massive success of Doom and Doom 
Il, will id’s next products, Hexen and Quake, be 
an aftershock or an afterthought? Check out 
this exclusive information and see! 


CONFIRMED 
KILL 


Imagine going into cyberspace and finding 500 peo- 
ple willing to dogfight you. Bryan Walker of Domark 
imagined it. CGR talks to him about the making of 
Confirmed Kill. 


HELLRAISER 


Pinhead and the Cenobites are for many, the 
| + ah true embodiment of evil when it comes to cellu- 
fe: loid. CGR talks with the designer of the 
upcoming PC game, Vijay Lakshman. 
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MEET 


YOUR 
MAKER. 


he good news is, the doctor thinks you'll live. The bad news is, his name is Dr. Frankenstein. 


t. = 


It’s the classic Frankenstein tale reborn, with a beastly twist. Hanged for the murder of your only daughter, 
you awaken in a body not your own. Brought back from the dead, you are trapped in a nightmare world where 
the concepts of life and death blur. And in this new tale, you are the monster, experiencing his innermost 
thoughts and fears, in a story of intrigue, humanity and the timeless struggle of good and evil, man versus 
nature. Tim Curry, famous for the Rocky Horror Picture Show™ and fresh from Congo,™ will make your spine 
tingle as the demented Dr. Frankenstein. Complete with stunning, richly detailed graphics, realistic 3-D worlds 
and a cast of monstrously witty live actors, this eerily, hypnotic adventure game will leave you dealing with issues 


of life, death, morality and a really bad sewing job. 
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No wonder malpractice insurance was invented. 


NSTELN 


Thitugh The Eyes OF 
THEN A AONS TIER 


Plug in to all the excitement in the Interplay and MacPlay WEB Sites! (http://www.interplay.com and http://www.macplay.com respectively) 


Call 1-800-INTERPLAY and 1-800-4-MACPLAY for more information or visit your favorite retailer. 


©1995 Amazing Media, Inc., 55 San Anselmo Avenue, San Anselmo CA, 94960 USA. Conceived, designed and produced by Amazing Media, Inc. Frankenstein Th rough the Eyes of the Monster is a trademark of 
Interplay Productions. All Rights Reserved. MacPlay is a trademark of Interplay Productions. Macintosh is a registered trademark of Apple Computer, Inc. 
All other trademarks are properties of their respective owners. 
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“Your Premier Macintosh 
Game Source. 
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HORROR STORIES? 


S someone who cares about what happens in this industry from 
both a personal and professional standpoint, | have always been a 
little daunted by Microsoft. To put it more bluntly, Microsoft gener- 
ally scares me. They have a lot of money. They have a huge mar- 
ket share. Microsoft president Bill Gates has more power than any 
200 of us who read this magazine put together (unless Bill himself 
is reading along). It is often said that power corrupts and that 
absolute power corrupts absolutely, and Microsoft is closer to 
absolute power than anyone else in this industry and the company 
is taking steps to get even closer to being the only game in town. 
Normally, I'd suggest a reaction of fear and loathing. I’m not going 


ae Should we be worried that Windows 95 will take over our systems? Probably not. 


After all, Microsoft still has to respect its consumers. 


to. Quite frankly, I’m not at all worried by Microsoft's position or the 
moves the company is making. 

This is not because | think there will be an upswelling of negative 
feelings toward Windows 95. There might be, but it won't stop Win 
95 from taking over. It’s not because | think someone else is going 
to step in and show Microsoft up. No one will. The reason | am not 
worried by this is that Microsoft is in a position to hold the entire 
computer industry, not just the gaming industry but virtually every- 
one who uses a computer in any sense, hostage, and they aren't. 
The company is doing a lot of things directed toward helping the 
consumer and giving good value for dollars spent. 


Here's a good example. A few months ago, when we did the 
technical support survey, Microsoft's tech support division got the 
best score we handed out. As such a monolithic entity, Microsoft is 
one of the few companies in the world that can probably get away 
with half-assed tech support, but they make a good effort to get 
software to work for people. 

Another example: The Microsoft Sidewinder joystick which 
should be available in stores in several different forms by the time 
you read this is a quality piece of equipment. It is durable, well-con- 
structed, ergonomically sound and excellently priced. It does 
everything you would want a controller to do, and it does it for a 
price that is reasonable. They have made sure that, even with the 
advent of Win 95, the joystick works well in DOS. In short, they’ve 
given the consumer not only what the consumer wants, they've 
done it at a price that the consumer is willing to pay. They could 
gouge us, but they aren't. 

A final example: Win 95 itself is still in beta as | write this, but it 
is an extremely impressive piece of software. Gates and Microsoft 
know that even if Win 95 was a dog, they would garner 50% or bet- 
ter of the market just because. They could have very easily taken 
the cheap way out on things and made something unfriendly and 
difficult. They haven't. This is intelligent software that will make 
computing easier for everyone, especially beginning computer 
users. In other words, Microsoft is giving us a quality operating sys- 
tem even when it didn’t “have” to do so. The temptation to throw 
something together and call it new and improved might have been 
there, but Win 95 is an exciting and vibrant piece of software, and 
in a couple of months, I'll predict that you will wonder why you were 
SO worried about switching over. 

There is a point to this, and it isn’t a pitch to run out and buy 
Microsoft stock or products. The point is that even though Microsoft 
is a scary, monolithic company with more money than any compa- 
ny should rightfully have, the company has not forgotten about you 
and me on the receiving end of their products. Microsoft is in a 
position where it can realistically release schlock on a CD-ROM 
and people will buy it because, after all, Microsoft is Microsoft, and 
a standard is a standard, even if it’s a bad one. This hasn't hap- 
pened, and this won't happen. There are and will be problems with 
Windows 95, and there will be adjustments that we will all have to 
make on this. 

Change is inevitable. Instead of being upset that the change is 
coming, let’s be thankful that this change is one that’s pretty easy 
to deal with. 


Steve Honeywell 
Editor 
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The original cinematic action 
adventure game, 


where engrossing game play 
meets Blade Runner-style action. 


Plunge into this surrealistic 3D 
world where dozens of 


characters propel you through 
mind expanding challenges, 


to one shocking conclusion! 


For Macintosh and PC Windows® 


http://www. burncycle.com 


USING YOUR 
gameDISC™ 


To use your gameDISC, you 
must have an MPC-compliant PC 
running Windows 3.1 or higher 
and an SVGA card/monitor run- 
ning 640x480x256 colors or 
higher. 

To get started, insert the 
gameDISC into your CD-ROM 
drive. Click on the FILE menu and 
select the RUN option. Type in 
the letter of your CD-ROM drive 
and a colon, then select browse. 
Several options will appear. Click 
on GAMEDISC.EXE, then click 
“OK” twice. 

Select the title you'd like to see 
a demo of. You will receive a brief 
description of the game or service 
and will have the opportunity to 
install the demo on your system. 
The majority of the demos can be 
installed from Windows. Those 
that cannot can be installed from 
DOS. The majority of these 
demos should be run under DOS 
or Windows 95. 
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Dungeon Master II 


The ruins of Castle Skullkeep 
have become inhabited and active 
again. It is rumored that someone 
or something has found the four 
keys that unlock Skullkeep, and 
thereby has found a way to either 
save the world or destroy it. Inside 
Skullkeep is a legendary machine 
that holds the secrets of destiny for 
this world. To save the world, you 
must repair the machine and enter 
the void, possibly never to return. 

There is a great evil coming to 
this land, and the only way to pre- 
vent it from spreading is to enter 
Skullkeep and block it by repairing 
the great machine. This is your 
destiny. This is why you and your 
fellows have been chosen. Armed 
only with an incomplete sketch of 
the machine and a sense of duty, 


Long ago in a land of five king- 
doms, a magical amulet called The 


Hand was shattered into five pieces 


and scattered in the Far Reaches. 


you must not fail. 

The game that started it all has 
returned to redefine the standard of 
the interactive dungeon experience. 
In Dungeon Master II, you will find 
a challenging experience in both 
the trap-laden and monster-filled 
catacombs of Skullkeep as well as 
in the village above. 

You are in control of your party 
as you enter the most intelligent 
and realistic dungeon experience 
and role-playing game ever creat- 
ed. You will encounter intelligent 
monsters who think for themselves 
and react to what you do, forcing 
you to think on your feet to stay 
alive. As you travel and explore 
both above ground and below, you 
will see detailed creature animation 
and an array of exciting visual 


Kingdom of the Far 


When this happened, 
dark magic began to 
spread, bringing evil 
times to the people of 
these kingdoms. The 
wizard Torlock began his 
twisted reign of power 
and terror. 

The fate of these king- 
doms now rests firmly on 
you as Lathan, the last 
of the Argent Kings. To 
restore the hopes and freedom of 
the kingdoms and defeat the evil 
Torlock, Lathan must reassemble 
The Hand by discovering the 


effects including lightning, rain and 
torch-lit dungeon walls. Both body 
and mind will be put to the test as 
real-time combat is combined with 
some of the most devious puzzles 
ever designed. 

Dungeon Master II features a 
new version of the interface that 
helped to define the point-and-click 
style of interaction. 


' REQUIREMENTS © 

Fe 386/25 or better, VGA, 4MB RAM, 
8MB hard drive space, DOS 5.0+ 

= CONTROLLER: Mouse 

fl AVAILABLE FOR: IBM and 

| Compatibles 

|) DESIGNED BY: Interplay 


i TECHNICAL 
|) SUPPORT: (714) 553-6678 


Reaches 


pieces in his travels through the 
Far Reaches. You will encounter 
much peril on your journey through 
these dark lands as you seek to 
restore happiness and prosperity. 


' REQUIREMENTS 
i 386/25 or better, Mouse, SoundBlaster or B 
fj compatible, 4MB RAM, 555k free memory 
|) CONTROLLER: Mouse | 
) AVAILABLE FOR: IBM and 

', Compatibles 

) DESIGNED BY: Interplay 


i TECHNICAL 
|) SUPPORT: (714) 553-6678 


Terminal Velocity 


On September 2, 2704 A.D., 
fleets of warships inexplicably 
attacked the planet Earth. Crucial 
installations were destroyed, 11 
major cities laid in waste, and mil- 


A great meteor has struck the 
Earth. While this has wiped out 
most of the life on the planet and 
put those few humans who sur- 
vived back to the Stone Age, it has 
also released seven gods from 
suspended animation. 


lions of people 
were killed. Earth 
had been brought 
to its knees. 

You are a pilot 
assigned to the 
Ares squadron, fly- 
ing the TV-202, the 
fastest and most 
deadly fighter ship 
ever made. Its pre- 
decessor, the TV- 
101, has killed more of its own pilots 
than any other ship in history, which 
means you are either good or lucky. 

The remains of of Sol’s defensive 
forces have organized a small 


Primal Rage 


(eee VERE NARMED IN AMY rar 
4 MAKING OF PRIMAL RAGE 


These are not pleasant, 
benevolent gods. These 
deities are violent and 
angry, both from their long, 
unwanted sleep and from 
their hatred of each other. 
They now will battle for 
supremacy over what 
remains of the Earth. 

Primal Rage is an intense 
fighting game involving giant crea- 
tures of untold strength and power. 
You control their actions and their 
attacks as they seek to pummel 
each other into submission in their 
violent quest to rule the remaining 
humans with an iron fist. Adapted 


Tank Commander 


[crew SELECTION 


You are in command of four of 
the best equipped and deadliest 
modern tanks in any military arse- 
nal. Prepare for battle as you roll 
Out across nine different maps and 
in 40 different scenarios covering 
diverse terrain such as verdant jun- 
gles, rolling hills and the bleak 
landscapes of the arctic tundra. 

Run your Vickers Challenger II 
tanks, the 123,000 pound behe- 
moths with 120mm cannons and 
7.62 co-ax machine guns, flame 
throwers and missile launchers 


through their paces as you seek 
to keep world peace through 
superior firepower. Control the 
tanks from a bird’s-eye view as 
you check out the developing 
battle, or get down and dirty 
inside the turret of one of your 
steel death machines as you 
bring a whole new meaning to 
the word “pain” to your enemies. 
To install, type “TINSTALL.EXE 
<target drive>: from the DOS 
prompt. 


REQUIREMENTS 


486/33 or better, 4MB RAM, VGA 


CONTROLLER: Mouse, Joystick 
AVAILABLE FOR: IBM and 
Compatibl 


bles 
DESIGNED BY: Domark 


TECHNICAL 
SUPPORT: (415) 513-8929 


squadron to investigate the attack 
and destroy the source of each alien 
onslaught. You can explore over 
400,000 square miles of hostile ter- 
rain for non-stop air-to-air and air-to- 
ground combat. 


~ 486DX2/66,8MBRAM, 
| DOS 5.0+, SVGA 
CONTROLLER: Joystick 
AVAILABLE FOR: IBM and 
Compatibles — 


DESIGNED BY: 3D Realms 


TECHNICAL 
SUPPORT: aia 278-5655 


from the hit arcade game, Primal 
Rage features both one- and two- 
player arcade action. See if you 
are strong enough and angry 
enough to come out on top of your 
fearsome enemies. 


REQUIREMENTS 


486/33 or better, 4MB RAM, 
~ §VGA,DOS5.0+ 


CONTROLLER: Joystick, Keyboard 
AVAILABLE FOR: IBM and 
Compatibles 

DESIGNED BY: Time Warner 


TECHNICAL 
SUPPORT: (818) 295-6600 
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Earthlink 


Everybody's talking about the 
Information Superhighway, but 
sometimes it seems like you can’t 
find a good on-ramp. If you’re stuck 
in the slow lane and everyone is 
passing you by, give Earthlink a try. 

This package is an on-line regis- 
tration program. Put this on your 
system and dial up the folks at 
Earthlink to establish an account. 
Once your account has been 
established, you'll be able to down- 
load Eudora, an e-mail program 
that will give you the ability to 
speak with anyone and everyone 
on the Internet, and Netscape 
Navigator™, the award winning 
Internet browser thought by many 
to be the best available. 

Once your account has been set 
up, you'll be able to hit the 
Superhighway running by dialing in 
and logging on! 


- REQUIREMENTS 
2) = 386 or Better, 4MB RAM, 
Modem 
CONTROLLER: MOUSE 
AVAILABLE FOR: IBM and 
‘e bles 


DESIGNED BY: Earthlink 


TECHNICAL — 
SUPPORT: (213) 644-9500 


FX Fighter 


The balance of power in the Milky 
Way has been disrupted and it is up 
to you to restore it. Choose your 
character then pick your fight for a 
no-holds-barred battle that will 
decide who will rule the galaxy. 
Travel to eight different planets with 
eight different arenas and fight eight 
different alien competitors. 

Each fighter has his or her own 
unique fighting style and can per- 
form over 40 different attacks. If you 
can defeat all of the other alien fight- 
ers, you will then confront Rygil for 


the final battle. 

FX Fighter utilizes the the latest 
in SGI rendered graphics and 3D 
texture-mapped combat arenas 
with flying camera perspective. 
Motion-capture technology deliv- 
ers ultra-smooth fighting anima- 
tion, and adjustable detail levels 
allow you to optimize the speed 
and graphics for your computer. 
The CD-quality audio keeps the 
intensity level at maximum, and you 
can even play against a friend in 
two-player mode. 


REQUIREMENTS 


486/33 or better, DOS 5.0+, 
4MB RAM, VGA 


CONTROLLER: Joystick/Keyboard 
AVAILABLE FOR: and 
Compatibles 


DESIGNED BY: GTE Interactive 


TECHNICAL 
SUPPORT: (619) 431-8801 


PRR Ok OO ee nee COMPUTER GAME REVIEW tem 


CORREO EERE ESTHER EEE EEE EEE EE EEE EEE EERE SEETHER REESE EE SEE E SEE ESSERE EE EEEE EERE SESE ESE SEES ES EEEE EE EEES SEES TEESE SS EEES SEES ESSERE SEESE EEE ESSE ES EEE SES ES ESSERE EE ESSE SEES EE SEES ES EEE EES EEE EEE HE EEE SESE ES ESEES EES ESEHOEEES EERE ESE HESS ESHEETS HESS E HEHEHE HEH EE HH EEH HESS 


PROBLEMS 
WITH YOUR 


gameDISC’ 


If you experience trouble getting 
a particular demo to run, you will 
need to contact the technical sup- 
port services for the respective 
company. The technical support 
phone numbers for these compa- 
nies are provided in the descrip- 
tion boxes on these pages. We 
are unable to provide technical 
support assistance for any prob- 
lems you might experience with a 
particular demo. 

If you can't get anything to work 
on the CD and/or receive error 
messages that indicate that the 
CD is unreadable, please contact 
CGR at (708) 268-2498 for a 
replacement CD. 


Retired LA Police Chief Dary| 
Gates was the creator of the origi- 
nal concept of a SWAT team. 
Gates applies his lifetime of exper- 
tise in this realistic tactical simula- 
tion of life as a SWAT member on 
the streets of Los Angeles. 

This newest installment in the 
Police Quest series from Sierra lets 
you train in real SWAT tactics and 
maneuvers, and then lets you apply 
what you've learned in hazardous 
situations out on the streets of the 


Phantasmagoria 


Imagine you've just purchased 
your dream estate on its own pri- 
vate island. It’s perfect in every 
detail—just the place for you and 
your spouse to settle down and 
build a life together. Now imagine 
that perfection shattered by a 
haunting presence in the house, a 
presence of such evil and horror 
that it can barely be described. 

That is the position Adrienne 
Delaney finds herself in in 
Phantasmagoria from Sierra. Her 
house is filled with an ominous 
presence that lurks in the halls, 
rooms and every passageway of 
the massive structure. As she 
struggles to discover the truth 
behind the strange occurrences 
and goings-on, her husband Don 
slowly sinks into the evil that 
haunts the house, becoming more 
and more held in its grip. 


COMPUTER GAME REVIEW 


You, as Adrienne, must uncover 
all of the clues you need to find a 
way to save your husband and 
escape from the nightmare that has 
become your life. 

Phantasmagoria features seven 
CDs worth of high-quality video 
footage and a story line to scare 
the wits out of you. The material is 
potentially objectionable, but the 
game will ship with the ability to 
exclude more explicit scenes. 


REQUIREMENTS 


486/25 or better, 2xCD-ROM, 
8MB RAM, Windows 


CONTROLLER: MOUSE 
AVAILABLE FOR: IBM and 


Compatibles 
DESIGNED BY: Sierra On-Line 


TECHNICAL 
SUPPORT: (206) 644-4343 


city. You'll face real- 
life crises Such as 
terrorist bombings, 
hostage situations 
and lethal shoot- 
outs. 

You may have had 
the right stuff to suc- 
ceed in the earlier 
Police Quest games, 
but working on a 


SWAT force takes it to a new level. 


Play only if you think you've got 


what it takes. 


REQUIREMENTS 


486/25 or better, 2xCD-ROM, 
8MB RAM, Windows, VESA 


CONTROLLER: Mouse 
AVAILABLE FOR: IBM and 
Compatibles 


DESIGNED BY: Sierra On-Line 


TECHNICAL : 
SUPPORT: (206) 644-4343 


Want the latest information on 
computer and video games, movies 
and comic books? Look no further 
than NUKE! You'll find reviews of 
the hottest games, information 
about the latest in science fiction 
and action movies and much more. 
Exclusive interviews and reviews of 
products as well as in-depth arti- 
cles on the things that matter most 
to you. You'll also find exciting con- 
tests and giveaways exclusive to 
NUKE. 

If you are running Windows 95, 
you can simply click the button and 
you'll be taken to the NUKE inter- 
face. If you are not yet running Win 
95, you can find NUKE on the 
Internet at the coordinates 
http://www.nuke.com. 


The Beast Within 


The failed author-cum-detective 
Gabriel Knight returns. This time, 
his adventures lead him to 
Germany where he will need to 
solve two complete mysteries. 

This sequel to the successful and 
highly acclaimed Gabriel Knight: 
Sins of the Fathers was filmed on 
location in Germany. The game 


features over 1,000 gorgeous back- 
grounds filmed with the most 
advanced Hollywood techniques. 
High-quality live-action video and 
top-notch audio combine to truly 
bring the mystery and intrigue to 
life. Search for the Beast Within if 
you dare. 


REQUIREMENTS 


486/25 or better, 2xCD-ROM, 
8MB RAM, Windows 


CONTROLLER: MOUSE 
AVAILABLE FOR: IBM and 


Compatibles 
DESIGNED BY: Sierra On-Line 


TECHNICAL 
SUPPORT: (206) 644-4343 


The ImagiNation Network 


If your idea of an on-line service 
is a dull, boring place where you 
simply swap text messages back 
and forth, you haven't taken a look 
at The ImagiNation Network. This 
service has been designed to look 
and feel like an amusement park 
on the computer. There are games 
to play, and you'll always find 
someone there to play against. 
Whether you are in the mood for a 
relaxing game of cards or checkers 
or want to try something a little 
more daring, like a multiperson 
role-playing game, you'll find it and 
other people like you on The 


ImagiNation Network. For the truly 
adventurous, take on other pilots in 
a dogfight to the death. Whoever 
you are and whatever you like, INN 
has something for you. 


REQUIREMENTS 
386 or Better, 4MB RAM, 
Modem 


CONTROLLER: MOUSE 
AVAILABLE FOR: IBM and 
Compatibles 

DESIGNED BY: The ImagiNation 
Network 
TECHNICAL 
SUPPORT: (800) IMAGIN-1 


INTRODUCING THE NASCAR. TRACK PACK.» 
TRACKS TO ADD TO YOUR ORIGINAL wee ¢ 
FOR MORE FUN AND pia : 


WE'VE HYPED 
NASCAR RACING 

JUST ABOUT AS 

MUCH AS WE COULD. 
NOW WE'LL SIT BACK 
AND LET THE EXPERTS 
HAVE THEIR SAY. 


PC Gamer's Best 
Sports Program of the Year 


Computer Game Review's Golden 
Triad Award and Best Sports 
Program of 1994 


CES Innovations Award for Outstanding 
Simulation 


Interactive Gaming’s 1994 Game of the Year 
Award for Best Sports Program 


Interactive Gaming's Editor’s Choice Award In 
Recognition of Outstanding Achievement in 
Game Design and Execution of Production 


Computer Gaming World’s Best 
Simulation of 1995 


SPA’s Codie Award for 
Best Sports Program 
1995 


NASCAR Racing, officially licensed by 
NASCAR, is the most realistic driving 


simulation available for your PC. 


from Advantage Management 


OUT THIS NEW 


os EXPANSION KIT AND 
ous Ob a 


Charlotte Motor Speedway 
Dover Downs International Speedway 
Pocono Raceway 


Vl 
North Carolina Motor Speedway _— CALL ee 
North Wilkesboro Speedway Oo 
Sears Point Raceway FEXCHANGE 


Richmond International Raceway °_oggRAM 


NASCAR TRACK PACK OFFERS SEVEN 
NEW CHALLENGES TO ROUND OUT YOUR 
= RACING SEASON. 


Av , can eae * > Cc) )\ /\ r VOI I a) rejTaner. 
Cx “800-8 36-1829 | rder dire 
a 
A TWiT, ra™ 
iS \ \ a | - L | >» m Distributed by Virgin 
rr \ < \ > | a | Interactive 
a. - SJ wi Entertainment, Inc. 


Papyrus. BBS# (617- 576- 7472), 1 Hommes (con PAPYRUS), Internet 


(ftp.std.com, ftp.papy.com, www.papy.com), AOL (keyword PAPYRUS) please Call: 


(714) 833-8710 

NASCAR is a registered trademark of the National Association for Stock Car Auto Racing, Inc. NASCAR Racing is officially licensed by NASCAR. Papyrus is a registered trademark of Papyrus Design Group, 
Inc. Virgin is a trademark of Virgin Enterprises, LTD. DuPont Automotive Finishes trademarks used under license from Motorsport Traditions, DuPont, Jeff Gordon and Hendrick Motorsports 
Marlin name and likeness and KODAK, GOLD ar nd Trade Dress are trademarks licensed to Papyrus Design Group, Inc. by Eastman Kodak Company. Maxwell House is a registered trademark under license 


Dealer inquiries 


Sterling 


There is dire work afoot in the 
once peaceful and prosperous land 
of Kyan. The inhabitants of this 
land are undergoing a hideous 
transformation. An evil has mani- 
fested that is slowly changing the 
people from human beings into 
gigantic, monstrous insects. It 
seems that nothing can be done to 
prevent the plague from spreading 
to all inhabitants, which is frighten- 
ing enough. Even more alarming is 
the realization that you are trapped 
in Kyan and are destined to under- 
go the same transformation unless 


you can find a way to prevent it! 

Entomorph combines role-playing 
and adventure genres with a 
unique plot for a totally new experi- 
ence in computer gaming. 


Windows, 2xCD-ROM, 8MB RAM, SVGA, 
Ef SoundBlaster and compatibles 
)) CONTROLLER: Mouse, Keyboard 


® AVAILABLE FOR: IBM and 
_ Compatibles 


| DESIGNED BY: SSI 


im TECHNICAL 
| SUPPORT: (408) 737-6800 


Battie Beast 


As the Battle Beast, it is your 
brave task to take on the mutated 
toadish minions of the “evil 
Toadman,” who, like most egoma- 
niacal psychotics, is bent on world 
domination. You can choose from 
several different battle beasts to 
play as, and each one has two 
forms; a small, cute form that can 
still perform offensively and the 
massive hulking brutish form from 
whence the name “Battle Beast” 
comes. 


COMPUTER GAME REVIEW 


Along the way, you will 
fight against numerous 
opponents in hand-to- 
hand combat in various 
locations. Searching will 
reveal secret entrances to 
some rooms where you 
can learn a new move or 
select more advanced 
weaponry. Battle Beast 
contains feature film-qual- 
ity animation and audio along with 
non-stop action. 


oy 


486/33 or better, 8MB RAM 


@ CONTROLLER: Mouse 


™ AVAILABLE FOR: IBM and 
_, Compatibles 


@ DESIGNED BY: 7th Level 


B TECHNICAL 
|) SUPPORT: (214) 437-4858 


It should have been a normal 
repair job for Lance, the world’s 
hippest computer repair guy, but 
going to the castle of Dr. Nero 
Neurosis, a disembodied brain, 
proved otherwise. Lance fixed the 
computers only to discover that 
with them back online, Neurosis 
can achieve his plans for world 
domination. 
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It is up to you, as Lance, to 
prevent Neurosis from his goals. 
To do this, you'll need to run 
through his bizarre castle and 
fight Moose, ViVi and the inim- 
itable Fritz, who will make your 
life more interesting, and proba- 
bly a lot shorter. Too bad you 
won't get overtime pay. 


386 or better, 4MB RAM, VGA 


" CONTROLLER: Joystick, Keyboard 
| AVAILABLE FOR: IBM and 

2 | Compatibles 

a DESIGNED BY: ReadySoft 

= TECHNICAL 

| SUPPORT: (908) 475-4801 


Fade to Black 


From the creators of the award- 
winning Out of This World and 
Flashback comes Fade to Black. 
As Conrad, the hero from 
Flashback, you awaken from cryo- 
genic sleep to discover that the 
aliens you battled 50 years ago 
have returned with a vengeance. 
The Morphs have taken over the 
entire solar system and are finaliz- 
ing their plans to dominate the 


human race. 

To stop them, you will need to 
battle your way through a three- 
dimensional maze that spans six 
large and involved levels filled with 
sub-levels and branches. You will 
need to fight your way through to 
prevent the Morphs from carrying 
out their evil plans. 


REQUIREMENTS 
486/66 or better, 12MB hard drive space, 
© SoundBlaster/compatible, VESA, DOS 5.0+ 9 
| CONTROLLER: Keyboard, Mouse 


AVAILABLE FOR: IBM and 
Compatibles 


- DESIGNED BY: Electronic Arts 


= TECHNICAL 
» SUPPORT: (415) 572-ARTS 


Witchaven 


Descend into evil caverns filled 
with rampant monsters bent on 
your destruction. You must use all 
of your strength, cunning, guile and 
magic if you plan to escape the ter- 
rors of the Witchaven alive. You 
will do battle with terrible creatures 
like demons and, of course, witch- 
es. Death will plague your every 
step as you progress. 


Witchaven was built with the 
new “BUILD” engine licensed 
exclusively by Capstone from 
3D Realms (the makers of 
Terminal Velocity) to give you 
complete freedom of movement, 
perspective and control as you 
battle through the terrible mon- 
Sters that thirst for your blood. 


REQUIREMENTS 
486/33 or better, 8MB RAM, DOS 5.0+, 
VGA, 21 MB hard drive space 


| CONTROLLER: Mouse, Keyboard 


= AVAILABLE FOR: IBM and 
_ Compatibles 


= DESIGNED BY: Capstone 


B TECHNICAL 
| SUPPORT: (305) 373-3770 


AMERICA’S LARGEST KILLER OF TIME 
ZOOP - YOU MAY ALREADY BE ADDICTED 


No one is immune - Output of the Heart (zoopx10"°) 
Se (gallons of blood per minute) 


<=... Parents ---- > # ees on when man is: (Ganggreenus 


—- ——— (Infectococci) (Lockjawbacilli 
Playin 


Known carriers 
of Zoop 


ay, - 


A healthy Iris 


The same Iris 
after Zoop 


Miacintosh® 
The stages of Zoop 


(what to look for) 


Saturn™ 


pips 


: 3 ok How Zoop affects 


the brain 
9003200 


eats at the Cerebrum 
Cerebellum impairing: 


restricting: judgement, 
movement, | higher learning, 
coordination, reason 
balance 
ee It looks like a harmless video game until it enters the bloodstream 
Sa and mixes with your DNA. In order to eradicate this affliction we it mutates the Medulla 
| ihevel 7 must learn its moves, understand its thinking and anticipate its next bsg ee 
(this pattern continues on, and sadly move. Only then can we begin to battle and conquer this killer. g ie ace , 


always leads to one’s demise) 


© 1995 Viacom International Inc. Zoop is a trademark of Viacom International Inc. All Rights Reserved. Nintendo, Super NES, Game Boy and the official seal ore registered trademarks of Nintendo of America, Inc. ©1991 Nintendo of America, Inc. 
Sega, Genesis, Game Gear and Saturn are trademarks of Sega Enterprises, LTD. All rights reserved. This official seal is your assurance that this product meets the hig lity standards of Sega. Buy games and accessories with this seal to be sure 
that they are compatible with the Sega™, Genesis™ System. PlayStation™ & PlayStation are trademarks of Sony Computer Entertainment, Inc. This software is compatible with PlayStation game consoles with the NTSC U/C designation. 
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While Piracy 


continues to be the hot topic in the 
Postage Due column, a recurring 
question regards how to get started 
n the business of creating games. 
The feature on game scriptwriters in 
the August issue had not yet 
appeared when we received this 


month's first letter... 


Conputer Gane Review 
1990 Highland Ave. 


| Dan ih ane ® 


Sea ceseonps tae 


Writing fora 
Living 


Your magazine has provided giga- 
bytes of tips and advice for future pur- 
chases and past problems for me for 
the past six months. | always consult 
your magazine first before | spend 
$50 on a new CD-ROM game. 
However, there is one element your 
magazine has left unanswered. | 
would like to know any information 
relating to the writing of entertainment 
software. | am graduating from col- 
lege in one semester and would like 
to be aware of different roads to trav- 
el. Games like Hell and Myst, in my 
opinion, possess well-written plots 
and every little detail is included in 
the story line. 

| am blessed with an extremely cre- 
ative mind and would enjoy writing 
entertainment software for a living. 
First, | would break up the monoto- 
nous game plots and come up with 
fresh, daring ideas like Bullfrog 
Productions, whose recent success is 
mainly due to this strategy. Do soft- 
ware companies hire freelance writ- 
ers or do they hire permanent writers 
as part of a team? Is there anybody | 
could contact for info? | would appre- 
ciate any information you could pro- 
vide relating to this subject. 
Steve Facciolla 
Wanaque, NJ 


WRITING GAMES FOR A 
living is something that I'm sure lots 
of people would love to do. 
Hopefully, the article a couple of 
months ago about the folks who do 
write the game scripts gave you 
something of any idea about what 
goes into creating a lengthy game 
script. Be warned: Game scripts are 
extremely lengthy, sometimes 
upwards of 700-800 pages, because 
of all of the variant pathways. 

Anyway, different companies work 
different ways, but most do hire full- 
time game designers. However, 
most companies will also buy a well- 
developed, interesting story line. 
Good luck. 


The X-Com Bug 


| had considered purchasing 
MicroProse’s X-Com until | read 
Brian Libby’s letter in your July issue 
through which | was informed of the 
bug that prevents the player from 
switching difficulty levels in the 
game. It was reported in the July 
issue that there was nothing one 
could do about this bug and 
MicroProse had no intention of fixing 
it. | have found this to be incorrect. | 
wrote to MicroProse about the prob- 
lem and within a few weeks received 
a letter informing me the X-Com 
“bug” only appeared on “random 
machines.” [There is] a patch disk 
which ostensibly will fix the problem 
on all machines. | commend 
MicroProse for providing a patch 
disk free of charge and | encourage 
you to do the same. 
Chris Kelly 
Cincinnati, OH 


FIRST, A BIT OF HISTORY: 
The X-Com problem allegedly 
occurs not when the game is started 
but when a saved game is loaded. In 
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never reloaded a 


the ory, if you 


game—simply left the computer on 


and never restarted a saved posi- 
tton, you could conceivably play the 
game on the Superhuman level, 
wnhicn would be a superhuman 
achievement, indeed. At least, this is 
the circulating rumor over the 
Internet. 

SO, as was the case when we got 
Brian Libby’s letter, | put in a call to 
MicroProse tech support. After some 
busy signals (not too many) and a 
couple of minutes of on-hold promo 
spiel (the voice-over guy mispro- 
nounced “Reich” in the part about 
Across the Rhine), | was connected 
with a tech support person, 

What | was told was that the Prima 
Strategy guide listed some incorrect 
information. Basically, when the 
guide was written, the idea was that 
the aliens would be tougher at high- 
er levels of difficulty. However, when 
it came time to program those 
changes in, the difficulties involved 
with doing that prevented the pro- 
grammers from implementing those 
ideas, so those inflated numbers for 
hit points and accuracy were never 
put into the game in the first place. 
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| don’t know what you got as far 
as a disk or who you spoke to, but 
this is the situation according to the 
good folks at MicroProse’s technical 
support. 


Sound Help... 


First, let me congratulate you on 
having an excellent magazine that 
gives great, unbiased reviews of 
computer games and hardware, and 
that also provides superb hint articles 
on how to defeat games without ruin- 
ing the surprises and plots. | have 
saved every issue of your magazine 
that | have ever purchased and | still 
occasionally refer to them as far back 
as your January, 1994 issue, which 
contained excellent articles on 
Master of Orion (MicroProse) and 
Privateer (Origin). | greatly enjoyed 
your August, 1994 issue on X-Com 
by MicroProse. (However, tell Kevin 
that supplying an X-Com base with 
only tanks as he suggested in his arti- 
cle does not work, for without 
humans at the base, the aliens will 
simply destroy it without a fight. My 
brother blamed ME for that little piece 
of advice when the Bad Guys trashed 
his expensive new base! India has 
now fallen to the aliens and it’s ALL 
Kevin's fault!) 

Since | was not a subscriber during 
the past year, | have missed several 
important articles (| suspect so, any- 
way), and | am hoping that you can 
give me some information about sev- 
eral games that | am tempted to pur- 
chase in the near future. First of all, 
did your magazine do a review on the 
game The Big Three by Alliance 
Interactive? | would greatly like to 
add a large scale World War II strate- 
gic simulation to my hard drive. Is 
The Big Three as good as Avalon 


| need to have at least a couple of humans at a base in X-Com and Terror from the 
Deep if you want to be able to defend against alien attacks. 


Hills The Third Reich computer 
game? Does it feature sound effects 
and combat scenes like Panzer 
General by SSI? Is there a large- 
scale simulation like Panzer General 
in development at any of the major 
companies? 

Also, | have just finished reading 
your July, 1995 issue. On the section 
about MicroProse, they did not men- 
tion their upcoming Master of Orion 
data disk that adds new races and 
technologies. | doubt that MicroProse 
regarded it important enough to show 
it off at the E3 convention, but | was 
wondering if you have any informa- 
tion about it such as which races (and 
how many races) have been added 
and if it is possible to play against a 
human and computer player simulta- 
neously. 

| have one final question that | 
doubt you can help me with, but | will 
ask it anyway. My ESS sound card 
does not work well with Master of 
Orion and Master of Magic. My com- 
puter company claims that my card is 
100% SoundBlaster Pro compatible, 
but despite trying nearly everything, | 
get beeps and occasional sound cut- 
offs in certain areas of both games, 
although both work perfectly well on 
my brother's PC which features a 
SoundBlaster Pro. | have had no dif- 
ficulty with Origin games, but Corridor 
7 (Capstone) and Wolfenstein 3D (id) 
have the sound cut out occasionally. 
| can take these games back to the 
start-up menu and hit “Back to 
Game’, and the sound returns—until 
it cuts out again and | have to repeat 
the process. However, Doom and 
Doom 2 work perfectly, and so does 
MicroProse’s X-Com. |’m confused! 
Do you have any advice for me that 
can help me solve this problem? 
Also, if | do get the chance to pur- 


chase a new sound card, should | get 
the new SoundBlaster AWE, and 
what is the advantage of this over the 
SB Pro or SB 16? 

Well, I’m through picking your 
brains for now! | greatly enjoy reading 
your magazine and hope that you will 
keep up the great work that you are 
doing. Thank you for your time. 

Mark Aubel 
Carthage, NY 


YOU’RE RIGHT ABOUT THE 
X-Com thing. | checked it out, and 
found that a base staffed with tanks 
got wiped out just like a base staffed 
with nothing. If you've got the money 
to do this, you might try building a liv- 
ing quarters at the base in question 
and putting a couple of troops there— 
even rookies will do. This way, if the 
big bad enemies come in, you'll have 
a human there, allowing you to 
defend the base, and you can have 
the tanks do all of the work. 

For several reasons, we did not 
review The Big Three, but | have 
taken a look at it. For detailed military 
sims, you might want to take a hard 
look at Battleground: Ardennes from 
TalonSoft, reviewed in this issue. 

According to MicroProse, there will 
not be a MOO demo or scenario disk. 
There will be a new product, though, 
currently untitled (They're calling it 
Master of ?). It will combine the fea- 
tures of both MOO and Master of 
Magic. 

The computer company you bought 
the card from is lying to you, kind of. 
The Ensonig SoundScape is virtually 
100% compatible with the SB Pro, 
but it isn’t. Anything claiming 100% 
compatibility is close to 100%, but not 
all the way there. If it doesn’t have the 
Creative Labs logo on it, it cannot be 
totally SoundBlaster compatible. In 
fact, if a company 
wants to put “100% 
SoundBlaster com- 
patible” on its box, 
they need to pay 
Creative Labs a fee, 
because Creative 
Labs will test the card 
for compatibility with 
its products. 

lf you are only using 
your sound card for 
playing games and 
running applications, 
there is no reason to 
get an AWE 22. It 
would be overkill and 
it would cost too 
much to make it 
worthwhile. If, howev- 
er, you plan on doing 
some music or sound 
authoring, the AWE is 
a good choice. 
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Perfect 
General, Too?... 


First | would like to extend the oblig- 
atory “great mag, keep up the good 
work” comments, which are, in fact, 
well deserved. | think the reviewers 
are doing a great job of giving the 
“rest of us” a true feel for new games. 
However (here it comes), | feel com- 
pelled to write now that | [have] fin- 
ished reading the review of Perfect 
General 2. Now, | am by no stretch of 
the imagination a diehard grognard, 
but | can tell a cheating computer 
opponent when | see one; and | see 
one every time | play PG2! In fact, | 
found so many things “just not right’ 
about PG2 that | began making a list 
(uh oh, here come the numbers)... 
1) Even on a 486DX2/66, the com- 
puter takes too long to move its 
pieces. First, it “Plans” for the turn, 
then it takes forever to actually move! 
For thinking that long, it sure makes 
some dumb decisions! 

2) The “probability of hit” percentages 
seem inflated. It seems to me that at 
an 80% probability to hit, | should hit 
the guy 8 times out of 10. This is def- 
initely not the case. In fact, | had the 
computer opponent drive an armored 
car between three heavy tanks (each 
of which could easily wax it with one 
shot). During opportunity fire (while 
the opponent is moving), | fired from 
each of the three tanks which had 
[an] 80% probability to hit; each 
missed! This was not an isolated inci- 
dent, but | hadn’t started writing down 
the “quirks” yet. 

3) The manual is misleading, lacking 
in pertinent details, and in some 
cases, downright wrong! For exam- 
ple, the maps and manuals don’t tell 
you where your pieces will be set up 
on the map, which is a pretty impor- 
tant factor for planning strategy, 
wouldn’t you agree?Also, nothing 
tells you what your objectives are. 
(From the Air Superiority scenario: 
“We can win...| know we can.” Win 
what? Where? Huh?) 

4) The Al (aside from cheating) is 
sadly lacking. Want a guaranteed kill 
every time? Just keep targeting an 
enemy-held airfield or city with your 
artillery. Instead of coming to find 
you, they will keep sending another 
unit in to replace the one that you just 
blew up. The computer also places 
utmost importance on airfields, even 
if neither of you have any planes to 
land on it. As the defender, blow 
every bridge you can reach—the Al is 
too dumb to purchase and/or protect 
engineers to repair them. This keeps 
motorized units on the other side of 
the river, at least until it snows. 

5) Light artillery barrages occupy one 
hex, while a heavy artillery barrage 
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occupies the target hex and all hexes 
immediately surrounding it. Artillery 
may only be targeted in hexes that a 
friendly unit can spot. These rules 
apply to the human player, but not the 
computer. The computer actually 
nailed an artillery piece | had buried 
in the woods (surrounded on all sides 
by forest). There is no way an enemy 
unit could spot that hex—but the 
computer landed an artillery shell 
right on my head (before you yell 
‘artillery drift,” let me say that my 
piece was far enough from the edge 
of the forest to prevent that). And, it 
was a barrage fired by an enemy’s 
light artillery unit; the barrage affected 
all hexes surrounding the target hex 
just like a heavy artillery barrage! 
6) After moving a piece during the 
movement phase, the computer auto- 
matically places your cursor over the 
next unit. However, that unit may be 
on the opposite side of the battlefield 
from where you just were. This is 
frustrating and it breaks your concen- 
tration because you are immediately 
thrown to another unit in a different 
area of the battlefield. Then you have 
to get your bearings, figure out where 
you are and what you want this unit to 
do. It would have been much nicer to 
have the computer place your cursor 
on the next unit closest to the hex you 
just moved your last piece from. (To 
the reviewers’ credit, the inability to 
move units as a group was men- 
tioned.) 
7)On a more aesthetic note, the 
voice acting during strategy tips at the 
beginning of the game is awful! Is that 
a real accent, or is something stuck in 
your throat? 
| have the original Perfect General 
and | have played every scenario at 
least three times from both sides. It 
seems as though a new design team 
came in, erased everything from PG 
and started over with PG2 (which 
may very well be the case). What a 
shame that PG2 didn’t follow the 
standard of excellence set by QQP 
and the original Perfect General. | 
don't fault the game for being lame, 
just the reviewers for touting it so 
highly before playing it long enough 
to find the dirt. 
Brian Lessing 
Spandahlem Air Base 
Germany 
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Is Perfect General II everything it’s cracked up to be? 


AE SERENA NS 0 ME Ne A RINT ARRAN ERED Fy Sea Sa TL au Ai 5 ial owen 0 eters namin sedis asco entearus dcemmamoumasdicwreiniaisiavcdarte dintes 


We Are All 
Pirates... 


We all know that piracy is a bad 
thing, yet we all do more than we 
think every day, even if it doesn’t 
involve $50 games. | think that every 
time somebody borrows a book or 
movie, in a way, they too are pirating. 
If a friend buys a book and | want to 
read it too, | am not going to go to our 
local book store and buy the book. | 
am simply going to borrow the book, 
therefore taking money away from 
the author, while | still enjoy the book. 
This is basically the same concept 
that piracy is. All | am saying is that 
people should really stop dogging on 
us kids, because they too probably 
have committed a form of piracy. 

Brandon Kampschuur 
Huntington Beach, CA 
Via Internet 
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Piracy Redux... 
lve just finished reading the 
umpteenth letter from the umpteenth 
software pirate (see THIEF) in the 
Postage Due section of the August 
issue and | have had it. There does- 
n't seem to be any way to get 
through these scumbags’ heads that 
they are stealing and the rest of us 
are paying for it. Mr. Tipton (More 
Pirates...) seems to think that as 
long as you can get away with it that 
it's okay because thousands of oth- 
ers are doing it. This attitude is a 
basic flaw in the thinking of many 
such vermin (i.e., it's not wrong if 
enough people do it, it’s not wrong 
unless you get caught, it’s not wrong 
if it's sooo easy!). And then to have 
the nerve to tell programmers that 
they should put less effort into soft- 
ware protection and more into the 
game. That's like telling a bank to 
spend less money on security and 
vaults so more thieves like Mr. 
Tipton can rob them! If anything, it’s 
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letters like that from our friend from 
Texas that prove software develop- 
ers need to make it more difficult to 
copy games and software. 

| have, over the six years or so 
since | bought my first PC, accumu- 
lated a software collection in the 
neighborhood of $3,500, all of which 
is bought and paid for and all in the 
Original packaging. | make a decent 
salary and can afford to spend proba- 
bly more than the average gamer. 
But, if you can't afford it, tough! | can’t 
afford a Lexus either, but | don’t steal 
One just because other people do! 
You complain about the price of 
games ($50-70) but it’s people like 
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Killing People... 


The odd-looking button shown on 
pg. 32 of your August issue shows a 
spin-armed submunition out of a CBU 
(cluster bomb unit). Honeywell was 
and is involved in the manufacture 
and design of these weapons, hence 
the button’s distribution by a disarma- 
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~~ The morality of piracy continues to come under attack. Is copying an expensive game (like MechWarrior 2) illegally 


a legitimate way to complain about the current level of software prices? 


you that are driving up the very costs 
you complain about. 

And Mr. Tipton would like his own 
column in your respectable maga- 
zine?! What would he write about? 
How to copy manuals for $10 or less? 
How to disable the software protec- 
tion questions required to start some 
games? how to put some people out 
of work? How to take money out of 
people’s pockets? | don’t think so, 
James. 

Mr. Tipton, you are a thief, plain and 
simple. Tell your friends, mother, 
father, sister, brother, girlfriend, wife 
and/or kids not that you “share” soft- 
ware, as you Call it, but that you are a 
thief. Tell them instead that you stole 
something that didn’t belong to you, 
something you didn’t pay for. I’m sure 
they'll see you in a different light. | 
know | do. 

Leeman Crawford 
Pawtucket, Rl 


ment group. These submunitions are 
about the size of a softball, with fins 
molded into the outer shell (you can 
also see hundreds of BB-sized ball 
bearings molded into the surface). 
When the CBU is dropped, and the 
outer casing breaks up, a couple of 
hundred of these bombs are dis- 
persed over a wide area. As the 
bombs fall, the fins on the outside 
make them spin fast enough to arm a 
centrifugal fuse in the center, and the 
bomb detonates when it hits the 
ground, spraying the ball bearings in 
a wide kill zone. Hope this clears it up 
a bit. 
Stacey Cherwonak 
Vancouver, BC 


Game Features: 
e EMAIL: Up to 8 players 
can vie online using simul- 
taneous movement bluffing 
for a faster and more 
surprising “blind” game 
not possible in sequential 
movement games. 

e COMPLETE PLAYER 
INTERACTION: Combat 
resolution without random 
chance elements. 

e ECONOMICS: Balance 
your degree of urbanization 
with the availability of 
resources to prevent 
inflation or stagnation. 
Trade the production of 
your cities for the tools 

of civilization. 

e TECHNOLOGY: Not just 
another arms race. Players 
must weigh the need to 
improve in crafts, sciences, 
arts, civics, and religion 
with the pressing needs 

of the moment to build the 
strongest culture. 

¢ CALAMITIES: Barbarians, 
pirates, earthquakes, floods 
... there is no end to the 
events guaranteed to spoil 
your day and challenge even 
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Not a wargame or a flight of fancy 
pitting ancient militias 
against nuclear carriers, 
ADVANCED CIVILIZATION 
tracks man’s progress 
from the dawn of history 
to the Roman republic as one to eight players 
vie with all the powers of antiquity to form 


the dominant culture of the known world. 
Available at leading computer game stores, including: 
Babbages, Best Buy, CompUSA, Computer City, Egghead, 
Electronics Boutique, Fry’s, Micro Center, Software Etc., 
Walden’s Software, and independent retailers worldwide, 
or call: 1-800-999-3222. Ask for Dept. CGR9. anaes 


ol Improve your nation by acquiring 
The Avalon Hill Game Company the tools of empire: roadbuilding, 
DIVISION OF MONARCH AVALON, INC. mathematics, mining, philosophy, etc. 
4517 Harford Road, Baltimore, MD 21214 
1-800-999-3222 © 410-254-9200 IBM CD-ROM 


Outmaneuver other powers to 
safeguard your borders. 
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Advance your civilization with 
cunning trades. 


Capcom Hits 


Pu 


Video game giant announces PC lineup for the year ahead. 


apcom’s 

release of 

Mega Man X 

for the PC 

recently her- 
alded the company’s 
expansion into the PC 
gaming market. With 
this beginning, the com- 
pany plans to be more 
active on the PC platform 
in the months ahead, 
with several titles 
planned to ship by the 
end of the year. 

Recently, the company 
held its annual sales 
meeting in Napa Valley, 
CA, where it promoted 
both its line of upcoming 
console games as well as 
its new line of PC prod- 
ucts. 

Capcom, one of the 
world’s most successful 
third-party developers 
for various gaming plat- 
forms follows former 


platform-only powerhouse oe Capcom’s annual sales meeting took place at the Silverado Country Club in Napa Valley, CA. 


Acclaim into the smaller 

but rapidly growing world 

of PC and Macintosh game develop- 
ment. Also rumored is the eventual re- 
entry of console developer Konami into 


the computer market in several months. 


Several years ago, Konami sold off its 
computer products to GameTek so that 
the company could more firmly focus on 
products for the assorted console sys- 
tems. 

As is to be expected, much of 
Capcom’s initial offering on the PC will 
be direct translations of other Capcom 
titles from the arcade or home gaming 
systems. Such was the case with Mega 
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Man X, and such will be the case with 
Capcom’s pending release of Super 
Street Fighter II for the PC. SSFII 
effectively takes place between the orig- 
inal Street Fighter II and SFII Turbo, 
released several months ago by 
GameTek. The title includes four addi- 
tional warriors from the original SFII 
and will allow the player to adjust the 
pace of the action. Additionally, the 
game will be offered in a package with 
Capcom’s PC Fighter 6, a six-button 
controller developed specifically for play 
with this style of game. 


Capcom also announced Tang Chi, a 
puzzle game based on ancient Chinese 
tangram puzzles. The idea is for the 
player to create objects using seven geo- 
metric shapes that can be rotated for 
placement. All 50 of the puzzles can be 
created with the same seven pieces, 
with the player needing to construct 
each picture within a limited amount of 
time. (Additional information on Tang 
Chi can be found in the Previews sec- 
tion on page 120 in this issue.) 

The most significant product 
announcement from Capcom was Fox 
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Hunt, the company’s first foray on any 
platform in the area of live-action 
video. Fox Hunt will be firmly planted 
in the interactive movie genre. The 
player assumes the role of an everyman 
who has been thrust into the world of 
international terrorism and espionage. 
The player’s goal is to locate missing 
missile launch codes and discover the 
true identity of “The Fox,” a former 
KGB colonel who, after a botched 
blackmail attempt, has aimed a missile 
at Los Angeles. 

The game will feature appearances 
by some of Hollywood’s lesser lights 
including George Lazenby, noted as 
being the man who portrayed James 
Bond after Sean Connery and before 
Roger Moore. Additionally, the game 
will include a cameo appearance from 
Rob Lowe, who agreed to appear in the 


Tang Chi (above) provides a relaxing puzzle 
contest based on tangrams while Fox Hunt 
(below) looks to improve on the track 
record of live-action video. 


project as a personal favor to the 
game’s producers. 

In addition to the video sequences, 
Fox Hunt is slated to contain several 
play modes, including an exploration 
mode and several action sequences. 
The game was shot on film and con- 
tains over three hours of video. It is 
scheduled to ship on three CD-ROMs. 

Super Street Fighter II is planned for 
release at the end of the summer, with 
both Tang Chi and Fox Hunt to appear 
by the end of the year. Future plans for 
Capcom’s PC line may include the 
translation of some of its upcoming 
console titles, including the Alone in 
the Dark-style adventure game 
Resident Evil. 
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Reformatting 


Sometimes, even the best intentions go awry. Last month’s review of CyberTarot on page 70 con- 
tained a significant inaccuracy. Namely, the product was listed as being produced and distributed by 
Harper Collins, when in fact, that particular CyberTarot has been developed by SunStar. It was an 
easy mistake to make: Both companies have a product called CyberTarot, and the two have been in 
discussion about possible trademark infringement on the part of Harper Collins. As an added note, the 
Harper Collins product is not available on CD-ROM, and SunStar has made a shareware version of its 
product available. CGR regrets the error and any possible confusion that may have resulted from this 
confusion. 


Additionally, the news story that concerned the deal between TalonSoft and IntraCorp on page 
26 of the last issue contained an inaccuracy with regards to the game Battlecruiser 3000. IntraCorp 
did not sell the rights to this game to Take 2 Interactive, as it had never formally purchased these 
rights in the first place. We regret the confusion. 


Apple Wins 
RSI Battie 


Apple Computer announced in early August 
that after five days of the trial, San Francisco 
Superior Court Judge James L. Warren dis- 
missed a repetitive stress injury case brought 
against the company by plaintiff Carolyn Brust. 
Brust had claimed that use of the Apple key- 
board and mouse had caused the injury to her 
hand. The court ruled that there was no scientif- 
ic basis upon which to conclude that the symp- 
toms had been caused by using the various 
Apple products. The dismissal of the case came 
during the presentation of the plaintiff's case 
and before Apple had begun the presentation of 
the defense. 

Apple Vice President and General Counsel 
Edward Stead commented that the company 
was “extremely pleased” with the ruling, adding 
that all six of the RSI cases that have gone to 
trial in the last two years have found that the 
computer companies in question were not 
responsible for the injuries. “Apple firmly 
believes that our products are safe when used 
properly, and we will continue to defend our- 
selves vigorously against lawsuits that allege 
so-called repetitive stress injuries,” continued 
Stead. 

- from PR Newswire 


Narvel on CD 


Marvel Entertainment Group, Inc. and Toy Biz, 
Inc. have announced the introduction of a series 
of interactive CD-ROM comic books, enhanced 
with animation, narration, computer coloring and 
sound effects. 

The first four CDs will feature some of the 
most popular Marvel superheros, including 
Spider-Man, the X-Men, the Fantastic Four and 
lron Man. The products will be compatible with 
both the PC and Macintosh platform, and are 
planned to sell for a suggested retail price of 
about $15. In addition to comic and software 
Stores, plans are to make the CD comics avail- 
able toy stores and the toy departments of major 
retailers. 


e SPIDERMAN: 


FUNERAL ICTOPUS 


While this 
marks Toy Biz’s 
first foray into the 
world of CD- 
ROM product, 
Marvel 
Entertainment 
Group member 
SkyBox earlier 
announced plans 
for a CD-ROM 
product based on 
a line of trading 
cards. 
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_ ing, strategic reorganization and reduction in workforce. "Adaltionally,t the spo 


have identified additional costs of $1 million related to these actions that it does not anticipate 


will continue in the quarters ahead. The results from the same quarter in the previous fiscal year : 


resulted in revenues of $19.1 million, with a net loss of $3.6 million. Total assets of the compa- 
ny dropped from $59,350,000 on March 31, 1995 to $51,580, 000 on sing 30, 1995 aoroming a a 


an unaudited balance sheet released by the company. 


The reorganization of Spectrum HoloByte included the above mentioned personnel reduc- = 


tions, “product line rationalization” and the implementation of new lines of budget-priced soft- 
ware. This reorganization accomplished two objects—the reduction of future expenses in the 
case of the smaller workforce and a more focused development effort. The former “divisional 
business unit” concept has been scrapped in favor of a new organization that has two distinct 


parts: the development studios, responsible for creating the actual product; and domestic and — 


international sales and distribution, responsible for worldwide marketing. 


While Spectrum HoloByte did reduce its staff in two waves: the first in June and the second in 


August, it added staff in the form of SimTex, the company responsible for Master of Orion and 
Master of Magic, both shipped under the MicroProse label, and 1830, distributed by Avalon Hill. 
Current goals are set for 404 total employees in all areas of Spectrum HoloByte, including 
MicroProse and SimTex. 

While the company has reported losses for a number of quarters, it is expected that the 
release of Star Trek: The Next Generation A Final Unity should help. There has been some 
speculation that many of Spectrum HoloByte’s monetary problems were due to the long delays 
in getting that product to market. 

Along with the new restructuring, Spectrum HoloByte has announced the appointment of 
Stephen Race as CEO of the company. Race was most recently the president of Sony 
Computer Entertainment of America and was responsible for the hardware and software for the 
PlayStation in North America. Prior to this, Race had worked as a consultant for Sega of 
America, directing advertising, marketing and public relations. Race replaces founder and for- 
mer CEO Gilman Louie, who will remain with Spectrum HoloByte as Chairman of the Board. In 
this new role, Race will be responsible for all functions of the company including finances, sales 
and marketing, operations and publishing in the newly created studios of Spectrum HoloByte, 
SimTex and both the American and UK offices of MicroProse. 

Gilman Louie said about the hiring of Race to his former position, “We are extremely lucky to 
get someone at such a high level who has the experience in marketing and operations who can 
help drive us into the next generation of interactive entertainment.” 
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— Finally, Unity: Siencives HoloByte i is hoping Star Trek: The Next fasatsiien A Final Unity 
will help unify its cash flow. 
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Sony 
Changes Name 


As of August 17, Sony Electronic Publishing 
Company will has been renamed Sony 
Interactive Entertainment, Inc. 

According to SIE president Olaf Olafsson, the 
new name is more indicative of the company’s 
focus on the entertainment sector, both in the 
PC realm and particularly the console platform 
market with the release of the company’s 
PlayStation unit. Concurrent with this corporate 
change in name, several of the operating divi- 
sions of SIE will undergo name changes and will 
be restructured as well. 

The console and PC divisions have been 
renamed Sony Interactive Studios America and 
Sony Interactive PC Software America (SIPCSA) 
respectively. Sony Psygnosis, Sony’s UK-based 
developer will change its name to Sony 
Interactive Europe. SIPCSA will be responsible 
for PC sale and marketing of titles developed by 
both the American and European branches of 
Sony Interactive Studios. Both of the American 
studios are located in Foster City, CA. 

Kelly Flock, formerly the president of Sony 
Imagesoft, has been named as president of the 
newly established Sony Interactive Studios 
America. 


Creative Website 
Announced 


A unique service for Internet users was 
announced by E-Talent.Net, Inc. president David 
Jacobson. Designed specifically for creative 
people, E-Talent.Net, the self-styled “on-ramp 
for creative people who want to be taken seri- 
ously,” offers physical and copyright protection, 
evaluation, development and networking ser- 
vices in areas such as multimedia, novels, 
screenplays, music video, electronic games, 
graphics and more. 

The goal of Jacobson and E-Talent.Net vice 
president David Saperstein is to fill the growing 
need to protect, evaluate and market emerging 
creative talent in entertainment, education and 
communication. 

Jacobson commented “Just ask any of the 
annual 150,000 communication/film/TV school 
graduates, the 300,000 wannabe screenwriters, 
the 200,000 first-time novelists...ask where they 
can, in one accessible place, protect and copy- 
right their creations while obtaining professional 
evaluation and networking to develop their pro- 
jects...not to mention help and guidance in 
seeking an audience and marketplace.” 

E-Talent.Net can be found on the World Wide 
Web at the coordinates http://www.e- 
talentnet.com. 
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Looking Glass will use the technology developed for Flight Unlimited in the Voyager games 


planned from Viacom New Media. 


Fiy Me!" 


Viacom New Media, the software development branch of media giant Viacom, Inc. has purchased a 


minority share in Looking Glass Technologies. Under the terms of the agreement, Looking Glass 
Technologies will develop two CD-ROM titles based on Viacom's Star Trek: Voyager property. Ports 
to various console systems are being considered as well. 


Originally, Viacom went to Looking Glass with the offer of the Voyager titles. Looking Glass, howev- 


er, thanks to its new status as a publisher as opposed to simply a developer, declined the offer. 
Viacom, still interested in using Looking Glass’ skills evidenced by the successful release of Flight 


Unlimited, then turned over the idea of acquiring a minority share in the company. The end result of 
this discussion is that Viacom now owns a minority share of Looking Glass and Looking Glass will be 
developing the two Voyager games. While the first Voyager title is expected sometime in 1996, 
Looking Glass is currently in development on Terra Nova: Strike Force Centauri. Viacom New Media 


is working on its own development of a Star Trek: Deep Space Nine title. 


Iv’s JUST WRONG! 


Recently, Ted got a fancy paper 
napkin in the mail from televangelist 
Bob Tilton. Along with it came a 
passel of information that told him 
that he needed to use the “Anointed 
unusual Bible Handkerchief” in a 
particular way (along with a mone- 
tary donation, of course). 

The idea behind the “Anointed 
unusual Bible Handkerchief” is this: 
You write your name on the center 
of it, then sleep with it under your 
pillow. The next morning, you are 
supposed to then mail it and your 
donation (one of the options on the 
form was “Il am enclosing my largest 

_ denomination bill”) to Pastor Bob. 
: What happens then? Well, 
allegedly, Pastor Bob then prays 


over the thing and sends it out to 
another person. Ours apparently has — 
been to at least one other lost soul 
since there was a big yellow stain in 
the center of the hanky (any other 
possible origin of the stain is too © 
nasty to consider). After Bob does | 
his prayin’ thing, you get your own 
miracle, just like the three people in 
the brochure, complete with super- 
imposed Pastor Bob’s squinting 
over the miracle recipients. | | 
Folks, this is much, much more 
than simply terribly wrong. This is — 
so wrong that it isn’t even that 
funny. If you want to give money to 
a church, try donating it to alocal — 
one rather than giving more cash to’ 
this guy. : a ee 


ey 


infected 


A new computer virus called Dir.Byway can 
take complete control of disk operations from 
MS/PC-DOS. This virus is currently attacking 
desktop, notebook and network computer users 
around the world according to the makers of Dr. 
Solomon’s Anti-Virus Kit. The virus is polymor- 
phic, meaning that it mutates with each attack, 
making it very difficult to locate and destroy. 

Dir.Byway works as if it were a TSR (termi- 
nate and stay resident) program and infects 
.COM and .EXE files when the home directory of 
an executable file is accessed. These infections 
then spread from the home directory to all exe- 
cutables in all directories in a search path. 
Additionally, something as simple as listing a 
directory will cause the virus to activate. 

Dir.Byway can be identified by the way it oper- 
ates. Unlike many virus that add code to infect- 
ed files, Dir.Byway creates a file called CHK- 
LIST . MS in the root directory and cross links 
all infected executables. This replaces the nor- 
mal DOS directory entries, making CHKLIST . 
MS the start-cluster for every infected file. 

The virus is triggered if the current DOS date 
is set to the year 1996 or above and the day of 
the month is equal to the month’s number multi- 
plied by two, plus two. For example, 01/04/96, 
02/06/96 and 03/08/96 are trigger dates. When 
triggered, the message “Trabajemos Todos Por 
Venezuela,” or “We are all working for 
Venezuela” appears every three hours. 

- from PR Newswire 
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AOL Launches New 
Gaming Channel 


On August 7, America Online announced that 
it launched a new channel on its service devoted 
entirely to games and gaming. As a part of this 
announcement, the company introduced several 
new games on the service, with plans to release 
several more in the coming months. WIth these 
titles, AOL will bring, among other things, the 
first game shows to the online arena. 

Among the games debuting on the service 
either now or in coming months are several 
game shows, starting with Strike-a-Match, from 
Boxer-Jam Productions. Strike-a-Match, a word 
association game, has been developed by 
Julann Griffin, the creator of the Jeopardy! game 
show on television. 

Other new titles on the service 
include: Interactive Broadcasting Ltd.'s 
Federation, a space fantasy role-play- 
ing game; NTN’s Countdown Trivia, a 
broad-based trivia knowledge title; 
Yoyodyne’s You’re Not Smart Enough, 
where players can compete to win a 
Mazda Miata and Inspector Forsooth’s 
Mystery Nights. Yoyodyne is also 
working on several other game shows 
for the service to be released in the 
near future. 

America Online Services Co. presi- 
dent Ted Leonsis said “Games reflect 
the best of what makes an online ser- 
vice enjoyable—engaging content, a 
sense of community and the immedia- 
cy of communications. In addition to 


bringing game players to the online community, 
AOL seeks to introduce the online community to 
the enjoyment of game play.” 

At the same time these announcements were 
made, AOL announced the appointment of 
Lawrence Schick to the position of general man- 
ager for the Games Channel. Schick, formerly a 
producer at MicroProse and most recently the 
executive producer at Magnet Interactive 
Studios, has been in the gaming field for 16 
years and has designed and/or produced games 
in virtually every category. 

The Games Channel is available to AOL mem- 
bers via the keyword: Games and should be an 
option on AOL’s Main Menu at this time. 


BSL Goes Atomic 


It was recently announced that the Atomic Games 
translation of Beyond Squad Leader from the Avalon Hill 
board game will not be coming from Avalon Hill. Rumors | 
were circulating that Avalon Hill had decided not to pub- 

lish BSL because of monetary problems and budget 
cuts. A letter from Atomic Games President Keith 
Zabalaoui commented that “the-game-formerly-known- 
as-BSL” is still being developed by Atomic. The compa- 
ny owns everything in the game except for the name, _ 


which belongs to Avalon Hill. 
A subsequent letter 
from Avalon Hill direc- 
tor of software develop- 
ment Bill Levay further 
explained the position 
of Avalon Hill. The 
rumors circulating 
about the monetary sit- 
uation of Avalon Hill 
stem from an apparent- 
ly incorrect report run 
in the Baltimore Sun. 
Monarch-Avalon, the 
parent company of 
Avalon Hill, is currently 
looking for a business 
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partner on a particular project unrelated to gaming 
(specifically, the magazine Girl's Life), and the company 
is not having financial difficulties. 

Levay called the decision not to published Beyond 
Squad Leader “A business decision...no more and no 
less.” He continued by saying that Avalon Hill is still on 
schedule for four titles by the end of the year, including 
Atomic Games’ D-Day: America Invades. Levay also hint- 
ed that part of the business decision that has caused 


BSL to be cut from the slate — also involve a split 


between Avalon Hill and 
Atomic Games. 

Zabalaoui commented 
that after D-Day: America 
Invades is finished, the 

_ company will complete | 

BSL under another name. 
Following this, Atomic 
Games will pursue other 
applications, namely sci- 
ence fiction and fantasy 
derivations of the BSL 

_ engine and that the World © 

_ at War engine that is being 
used for D-Day will be 
shelved for at least a year. 
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BULLPEN 


Watch your best 
reliever warming up 
in the bullpen, and 
analyze your starter’s 
fatigue, pitch count, 
and performance. 
When he’s ready to 
go, you’re ready to go! 
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Experience the best 
of baseball history 
with the bonus 
“Legends” League— 
12 great legendary 
teams from history, 
come to life in 12 
beautifully rendered 
old-time stadiums. 
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Name: Cleveland 


Manager: 
SUMMARY ft 


For maximum variety 
in gameplay, change 
any manager’s 
tendencies on any 
team and see the 
results play out 


on the field and 
in the stats. 


Optional wide-angle 
pitcher and batter 
Prout ro views recreate the 
- ==} traditional look of a 
"4 broadcast baseball 
game in beautiful 


256-color SVGA 
graphics! 


Hith Nagy and Martinez on 
the mound and Lofton, Belle 
and Baerga at the plate, this 
team could win their first 
pennant in 40 gears. 
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gives you instant 
access to any feature. 
View and manage your 
team from the field, 
from the dugout, and 
from the General 
Manager’s office! 


It’s all here: pick-off 
plays, hit-and-run, 
suicide squeeze, 


towering pop-ups, 
and more. The 
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PlayStation 
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fielding simulation 
has additional play 
animations, baseball 
plays, and graphics 
realism, resulting 

in true-life baseball 
gameplay. 


Sony PlayStation 
PC CD-ROM 


See for yourself! 

For demo; 

http:/ /www.MindSpan.com/ 
MindSpan/hb5.htm| 


MindSpan. Accolade is an official licensee of the Major League Baseball Players Association. LOGO ©MLBPA MSA. PlayStation, the 
‘Blektra Atlantic Corp.j), a Warner Music Group Company. All rights reserved. Screens shown are from PC version. 
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Lords of Midnight by Domark ........38 
The Last Dynasty by Sierra ..........42 
Paparazzi by Activision ..............44 
Pitfall by Activision ..................46 
Ascendancy by Logic Factory ...... .48 
Dungeon Master Il by Interplay ..... .52 
Frankenstein: Through the Eyes of 

the Monster by Interplay ..........54 
Apache by Interactive Magic ....... .56 
CyberBykes by GameTek ............60 
Hi-Octane by Bullifrog.................62 
Battleground:Ardennes by TalonSoft . .64 
Heroes of Might and Magic 

by New World Computing ........ .66 
C.E.0. by Il-Motion .....................70 
Witchaven by Capstone .............72 
Thunderscape by SSI .................74 
Across the Rhine by MicroProse .... .76 


a Lock, load and mow down the enemy in 
Interactive Magic’s Apache. 


THE CGR BREAKDOWN 
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The numbers along the side of each review indicate how each reviewer 
feels the game rates in each of the five different areas. While each of 
these factors is important in determining the reviewer’s final score for the 
game in question, these scores are in no way intended to necessarily 
average out to that reviewer’s overall score. The overall average score for 
each game is the average of the three overall scores from the reviewers. 


THE CGR REVIEWERS 
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ae Experience fantasy 
battles at their best 
with Heroes of Might 

and Magic from New 

World Computing. 


oan: The most awaited RPG, Domark’s 


Lords of Midnight, is finally available 
for your PC! 


ae Return to those gam- 


ing glory days, only 


better, with 
Activision’s Pitfall: The 
Mayan Adventure. 
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Games that average 90 or above receive the CGR Golden Triad award. 
A game that averages 95 or above receives the Platinum Triad. PC games 
are reviewed on Myoda 386 and 486 PCs and a Falcon Northwest 
Pentium 90 using a variety of sound cards and controllers. Macintosh 
games are played on a Quadra 800. CD-ROM titles are played with dou- 


Co 


ble- and quadruple-speed drives. 
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Frank 


It's been an interesting third month for Frank, with him 
taking his first official trip as a member of the CGR staff. 
But he survived, missing airline tickets and all. Between 
that and the fact that he’s been thinking of maybe pos- 
sibly getting married, Frank has had enough unique 
experiences in these last 30 days to write a book, or at 
least a small pamphlet. He’s spent lots of time playing 
Frankenstein these last few days, and Paparazzi has 
made him more fond of his camera. Frank denies vehe- 
mently (even more so than Ted or Tasos) that he looks 
like Elvis Costello. 


COMPUTER GAME REVIEW 


Ted 


Ted has officially decided that MechWarrior II is not a 
game but a way of life. This way of life occasionally pre- 
vents him from playing that other game of CGR review- 
er. With the new Pentium he tested from Falcon 
Northwest this month, he’s been seen playing Mech Il, 
his eyes glazed over, drool just starting to form on his 
lower lip. It’s not a pretty sight, believe us. Still and all, 
he’s found plenty of time to spend on other games, but 
he’s also been spending time wearing that new HMD 
from Forte Technologies. Ted denies vehemently that 
he looks like Bruce Campbell. 


Tasos 


Tasos, still working on that Master's Degree, had his 
finals this month, which has made him the King of 
Stress around the CGR offices, although you wouldn't 
know it by looking at him. You can sense it sometimes 
when he looks at the board to see everything he’s got to 
review this month and his voice quivers slightly. But 
after this month, he’s free from school for a bit. 
Normally, I'd tell you what he’s been playing, but he’s 
spent most of his time here back in his little cubicle like 
the apekid that he his. Tasos denies vehemently that he 
looks like Andy Garcia. 
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Lords of Midnight 


The search 
is on in 
Midnight 
for the 
stolen Eye 
of the 


Moon. 


Domark 


Average Score 


63S 


$59.99 


Distributed by: 
Spectrum HoloByte 

2490 Mariner Square Loop 
Alameda, CA 94501 

Phone (510) 814-6466 

Fax (510) 522-3587 


Developed hy: 


Requirements: 
486/33, 8 MB RAM, DOS 
5.0, 2xCD-ROM 


Recommended: 
Same as above 


Controller 
Mouse or Keyboard 


Number of Players 
One Player 


Available for 
PC and compatibles 


Street Price 


Available on CD-ROM 


The Darkest 
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4 Morkin’s your name and adventuring’s your game. Save your father and son from a fate worse than 


death at the hands of the Dark Fey. 


The Good: An epic struggle for control of the Lands of Midnight. The BAD: An epic struggle for control, period. The Final word: 
Domark ought to think about rewriting the code for the interface, or stick to flight sims. 


THE GAME 
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Luxor the Moonprince has 
managed to get himself in deep, 
again. The stone known as the Eye 
of the Moon, which was stolen 
from its setting in the Moon Ring 
by a woman seduced by its power, 
has been located in the kingdom 
of Coromand. Obviously, Luxor 
couldn’t let his birthright get away 
from him; advancing age meant 
that he would have little time left 


ed 
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for adventure soon enough, and so 
he boarded the fastest ship in his 
fleet, the Cormorant, and set sail 
for Coromand. With him were his 


grandson, Corleth, his old friend, 
Lord Blood and Lord Blood’s son, 
Arin. 

The stone had been missing 
for years. The girl who had stolen 
it still had it in her possession, and 
had since married. Her son Boroth 


had found the jewel one | E 
day and discovered its —% & 
power. The stone was a A : 
force of good; it had the © L 
power to dispel evil. 
However, some of that 
evil was necessarily 
drawn into it in the 
process. Unwittingly, 
Boroth drew the evil 
from the stone into him- 
self by misusing the 
stone’s power, until, 
finally, Boroth himself 
became evil. After 
killing his father and mother and 
taking the throne, his lust for 
blood became known, and from 
thence forward he was known as 
Boroth the Wolfheart. His evil 
took dominion over the very lands 
in which he dwelled, suffusing 
itself throughout its peoples, until 
they, too, became as bloodthirsty 
as Boroth. Originally known as 


your father captive. 


hot. 


oo Boroth the Wolfheart holds 
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Po Sitting around in all that armor must be 


the First Fey, his people became 
known as the Dark Fey. 

As Luxor travelled to 
Coromand, the Cormorant was 
overtaken by a storm. It flung the 
ship far off course, where, as luck 
would have it, it was dashed to 
flinders against the rocks on the 
shores of the Marish. Captured by 
Boroth’s troops, Luxor has been 
imprisoned in the dungeon of the 
Dark Citadel. Lord Blood was 


slain during the melee at the 
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Rorthron travels the land in 
search of new information; 
his travels have taken him 
far from the Blood March, 
however, and he knows 
' + | nothing of the plight which 
| has befallen Luxor. He is 
journeying through the 
Icemark during this time, 
and he has happened upon a 
completely unexpected 
piece of news. Morkin has 
fathered a son besides 
Corleth. When Morkin was 
‘ held captive by Shareth the 


anata Pape ranger pear manna SOP amienennes Heartstealer, Empress of the 
The Traveller’s Guide can help you plan your journey. Look for 


the free travel coupons inside! 


shore, but Luxor managed to convince Boroth 
that both Corleth and Arin were merely squires 
and so had no value as hostages. Both were 
released, but they managed to elude the war- 
riors the double-crossing Boroth sent after them 
and make their way back into the dungeons 
below the citadel. There, they will attempt to 
release as many of Boroth’s prisoners as they 
can, as Boroth has seized many strongholds 
and imprisoned their owners. 

Morkin (despite the name, he is not from a 
large pest control company), Luxor’s son and 
heir to the lands of Midnight has mounted a 
campaign against Boroth. It is not a campaign 
of appearing at the border of the Marish with 
the massed armies of Midnight, for, if it were, 
Boroth would have no qualms about murdering 
Luxor. Instead, Morkin must assemble an army 
by forming alliances with the leaders of the far- 
flung territories collectively known as the 
Blood March; each of these armies would then 
converge on the Marish and Boroth would not 
know from whence they came or to what end. 

Rorthron is a member of a group known as 
the Wise. They have lived far longer than the 
average mortal. Rorthron himself, though his 
exact age is unknown, has seen more than 10) 
thousand months come and go. He is friend to 
Luxor and Morkin, and is the last of the Wise 
who will raise a hand to thwart the appearance 
of evil on the land. All his brethren have 
locked themselves away in the Tower of the 
Moon, stronghold of the Wise, there to adopt a 
wait and see attitude toward the outside world. 


Icemark, Shareth worked 

her magical charms upon 
the young man. The resulting communion 
brought forth a son. While the child was still in 
the womb, Shareth magically transferred him to 
the womb of another young woman, a slave- 
girl named Cirithel. When it became clear that 
the advancing armies of Midnight would not be 
stopped in their advance on the Icemark, 
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ae The map can help you tell everybody 


exactly where they can go. 


Shareth sent the girl to Imorthorn, a distant 
city. Shareth was killed soon after, and the 
child was raised lovingly by his surrogate 
mother. She named him Anderlane. The Lord 
of Imorthorn, one of the High Fey, vouched to 
Rorthron that he needn’t worry about the boy’s 
genetics; the mark of evil lay nowhere upon 
him. Nevertheless, as you begin your questing, 
Rorthron will be searching for the boy. 

There are many freebooters in the land, 
people who are either admired for their skill 


you’re likely to run into. 


search them out. 


The game includes a library with exceptional amount of information about the people and creatures 


Securing your family jewels 


The Eye of the Moon is your family’s birthright, Morkin. When Luxor the 
Moonprince dies, you will become Moonprince, and the stone will be handed 
down to you (presuming, of course that you can recover it). Likewise, 
you will hand it down to your eldest son, should he wish to inherit the 
Lands of Midnight. In order to help you secure the stone and put 
Boroth the Wolfheart on ice, you should be prepared for the final 
assault on the Dark Citadel. The Dark Citadel holds the hostages 
necessary for you to win the game. First, don’t attack Boroth directly 
at first (he’ll be abroad in the land). Instead, attack the citadel. In 
order to succeed at this you'll need a few things. Soldiers, for 
instance. You should not attempt to seize the Dark Citadel unless 

you have massed a minimum of 35,000 troops. It will take a long 

time to get this kind of army together and on their way to the Dark 
Citadel; time management dictates that it will be to your advantage to 
have this army spread out among the member of the alliance and then 
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have them converge and join forces near the Dark Citadel. Once you have 
taken the citadel, feel free to go after Boroth. 


ae Two items that will help you accomplish the endgame, but you'll have to 


SOSH HEHEHE EEE ETEHH ET EHH ESTE EEE EEE TEESE SEH EEESHEESESHESSS EEE SESS EE EEEEEE ESE SEES EEESE SSE EEEEETEE SSE E SESE ESEES ESS ESEEEESSEHHEESEE ESSE ESESEEEEE SEE ESS ESSE ESESSEEESESESESSSES SESH SESESESES ESET EEEEEEEHHETHHSEEEHHEHSEESHSSESESEHSEEEGSESESESESEHEHEEHETSH EHS ESE ESS 


and gentle ways or feared for their callousness 
and hot tempers. All of these people are possi- 
ble recruits for the alliance, but they may also 
resist recruitment, even becoming insulted at 
the thought of allying with a princeling. 
Depending on their temperament, they may 
attack you without warning. 

The interface for Lords of Midnight is an 
interesting mix of empire-building and first- 
person perspective adventuring in realtime. 
Since each ally in the game can be controlled 
individually, it also makes sense that they can 
accomplish tasks on their own once you have 
given them basic instructions. For instance, if 
you select Rorthron, you can tell him to go in 
search of an item of power and then leave him 
be. He will attempt to carry out the task on his 
own while you concentrate on other facets of 
the game. All the characters you can control 
can carry out quests like this simultaneously 
without intervention from the player. 

Your task in Lords of Midnight is not an 
easy one. Each leader that Corleth and Arin 
free from the dungeons of the Dark Citadel will 
become instant members of your alliance; you 
may have them join up with any other member, 
quest for items, attack places or people or 
attempt to recruit other leaders. Getting around 
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Mogrik may be a more a follower than a leader, but he has all the qualities a feudal woman looks 


for in a man: decent looks, no brains and a really big lizard between his legs. 


in the game will also require some 
serious traveling, and speed will be of | 
the essence. Dragonback is the quick- } 
est way to get between two points, but | 
you’ ll need to locate dragons for that. 
Boats are useful for traveling the 
waterways. Foot travel is the slowest, 
but most common, method of getting 
around. Once you have the largest 
alliance you can manage, rally all the 
soldiers you can muster from the cas- 
tles and citadels, and march on the 
Marish. It will be a long and arduous 
journey, but you must undertake it if 
you are to have any hope of freeing 


your father. Good luck. The Land of 8 Adventuring is always easier when you've taken your 


Midnight will pray for you. vitamins like Aloroth obviously has. 


ae The Alliance screen gives you information 


on your holdings at a glance. 
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Frank 


Lords of Midnight may have missed its 
prime release date back when VGA 


Even though the apparent scope of 
Lords of Midnight is nothing short of 


Tasos 


When | first heard the concept of LOM 
(and it was a while ago) and saw an 


Originality graphics were the industry standard. Its Originality epic, the game suffers from an appalling Originality carly version of it, | thought this could be 
32-bit terrain generator produced fluid lack of control. While a simple Doom or a real winner...if they could pull it all off. 
60 animation, but did so with block-like frac- Arena interface would have sufficed for 60. Apparently, it was a more formidable 
Playability tal engine that was introduced many Playability §©Ntrolling a player, the game's design-_ pjayabillity task than they had thought. LOM tries to 
years back. Game play consists of char- ers apparently felt that a less relevant be too many things in one package and 
18 acter management within a realtime 16 Valkyrie-type helicopter interface would 1 doesn't really do any of them successful- 
Visuals environment. The “Here and Now’ inter- Visuals be preferable. Once you start spinning, Viensie ly. On the one hand, there is the lirst-per- 
face for controlling and navigating my your character will not stop until you can son adventuring, but the graphics are 
14 character in realtime worked terribly; 66 set an opposite spin equal to the origi- 45 very strange, the mouse control horren- 
input from either the keyboard or mouse nal. And that’s with the keyboard; the dous and there isn’t enough interaction 
Audio osuited in uncontrollable spins. | was Audio mouse is even worse. | love the concept Audio with the environment (can’t open chests, 
also annoyed with the battle sequences 56 of the game, and | even admire the 62. search, etc.). Then there is the realtime 
when my troops would gather around manner in which you can i jurnip from strategy element, but that too leaves you 
Manual and block nso that | Manua iO pe 7 Manual feeling p: 
couldn't e ighting or 
what | was as monot- 


onous with its same Car! 
Orf song, an me to dis- 
cover how t nutshell 


Lords of Mid 


ous design f ed with its 
delayed release, it i 0 disappoint tionality in ‘mind, was never given any of film, and the scenes jump from one to 
eager fans. that intended functionality. the next. 
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MechWarrior, BattleTech and ‘Mech are registered trademarks of FASA CORPORATION. 
Activision is a registered trademark of Activision, Inc. 


The next 


Sierra On-Line Inc. 
, * 3380 146th Place SE 
generation : Suite 300 
; Bellevue, WA 98007 
in combat = Phone (2061 649-9800 
Simulation =  coktei Vision 
and * 486/33, Windows 31 
; 8MBRAM, 2xCD-ROM 
adventure : _— 
gaming. —:  aseies 
Mouse, Joystick 
: One Player 
Average Score : 
7 5 : PC and compatibles 
, * $59.95 


The evil and powerful antagonist, Iron, has unleashed his assault against 
the galaxy in search of the Universal Knowledge. The salvation of Planet 
Symest 4 now depends on one man, Mel Raugq, a naive young adventurer 
destined to save the Ultimate Knowledge from the clasp of its evil mas- 
ters in a galactic war. Take charge in this fully interactive blend of action, 
strategy and adventure gaming complete with sophisticated video 
sequences, 3D rendered graphics and digitized speech. The Last Dynasty 


Playahility 
Visuals 
Audio 

84 


The acting is better than that in CyClones. 


Frank 


The Last Dynasty has attempted to com- 
bine a mediocre arcade space simulator 
with a first-person perspective role-play- 
ing adventure game. The result is a pro- 
gram that is arranged in such a way that 
the first half is spent in arcade mode fol- 
lowed by the second half in adventure 
mode. Coktel Vision also thought it was 
necessary to extensively utilize uncon- 
trollable “cinematic sequences through- 
out the gam@ tO perpetuate a second- 
rate science-fiction story line, plagued 
with poor a¢ting. The graphics and ani- 
mation are mice to 100k at, but the inter- 
face for both the arcade and adventure 
game modes are user-untriendly. It may 
be a while still before we see an 
arcade/adventure game that plays well. 
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ae Inside the cockpit of your fighter, the control panels are completely customizable. 
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It isn't that much better. 
although not effective, at combining the arcade and adventure game genres. 


THE GAME 
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: An honest effort, 


was designed by motion picture professionals in attempt to create a realis- 
tic sci-fi movie-like experience while implementing a customizable com- 
bat simulation engine within an adventure game. Real time combat phases 
increase in difficulty, becoming more and more challenging as you 
progress throughout the game. During the adventure game stages, you can 


explore the largest space station ever seen in a computer game, solve 


Ted 


Although the acting in this game isn’t as 
bad as that in CyClones, it comes pret- 
ty close. | can blame part of this on the 
actors and the director, but the chief 
blame falls on the writer, who apparent- 
ly couldn't write dialogue to save his life. 
The combat interface for TLD takes 
some getting used to; it is very reminis- 
cent of Command Adventure: Starship 
(a bad thing), only more controllable (a 
good thing). The adventuring interface 
is easy to, use, although there isn’t a 
whole lot, Of adventuring to be done. 
Overall, |'@ Say that, while TLD will keep 
your average teenagerenterfained, it 
requires more of a suspension of disbe- 
lief (particularly as regards the writing) 
than I’m willing to commit to. 
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numerous puzzles and fulfill your destiny with the hated Iron. 


Tasos 


Remember Inca and Inca II? That’s 
Coktel Vision, one of the few companies 
to pair traditional graphic adventure 
gaming with a serious space combat 
simulator. It certainly is a tough thing to 
pull off, and the important factor is trying 
to strike the proper balance between 
both game elements. Inca II didn’t quite 
find it, and unfortunately neither does 
The Last Dynasty. It takes quite awhile 
before you get to the first adventure 
game part aS you must Survive through 
waves of dogfighting. The characters, in 
the form of live actors, never quite get 
developed @nough to propel the plot. 
Since the acting is not very good either, 
you are left wondering if well written text 
alone could do more for the story. 


MOUNT VESUVIUS ERUPTING 
BEFORE SOUND BLASTER 32. 


What happens 


when awesome geo- 


BLASTER 


thermal forces vent 
through a typical sound card? 


Not nearly enough. 
What happens when the 


same forces vent through a 
next generation Sound 
Blaster®? 

You up the magma 
and start over. 
A D AFTER ‘The profession- 

N : 
al, affordable 


Sound Blaster 32”™ from 


Creative Labs. Genuine Sound 
Blaster with next generation 
wave-table synthesis, CD- 
quality digital audio, upgrade- 
ability and some of the hottest 
new games on the planet. 
And, because it’s a Sound 
Blaster, you know it works 
with all your favorite games 
and multimedia applications. 
Sound Blaster 32 is the 
right choice. To experience 
Sound Blaster 32 for yourself, 


see your local Creative Labs 


dealer today. 


REAL INSTRUMENTS. 
REAL SOUNDS. REAL VALUE. 


STER 32] 4 : 
a me CR LATIVE 


CREATIVE LABS, INC. 


multimedia 'iSSss Creative 


THE NEXT GENERATION SOUND BLASTER 
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Paparazzi! 
Tales of Tinseltown 


Average Score 


Number of Players 
One Player 


Available for 
PC and Macintosh 


Street Price 


E . ee - Distributed by: 
XP CrircenHce : Activision 
-  P.0. Box 67713 
the real- = Los angeles, CA 90067 
; ; Phone (310) 479-5644 
life career : 
: Developed by: 
O f an - Museworthy, Inc. 
, : Requirements: 
uptown > 486/33, Windows 3.1, 
: 8 MB RAM, 2xCD-ROM, 
photo- — = swGn 
‘ ‘ - Recommended: 
Jou rnalist : Same as above 
: Controller 
: Mouse 


$49.99 


PALMINATOR2000 


MESSAGES 


REWIND 


Goldie Risenstein 


MAP SCORE GUIDE 


a The Palminator 2000 serves as your own personal interface with the rest of the world, complete 


with video-phone messages and TV channel-surfing capabilities. 


The Good: Tabloid-quality entertainment for your home PC. The Bad; Tabloid-quality entertainment for your home PC. The Final 
Word: You will probably gain a new appreciation for tabloid photographers. 


THE GAME 


Assume the role of a rookie paparazzi as you pursue the hottest celebrities 
throughout Tinseltown in this alter-Hollywood interactive adventure. 
Choose your identity from six eccentric personalities, then begin your 
career as a freelance photographer. Your job is to earn money for your 
candid pictures of unsuspecting celebrities in their most scandalous 
moments. But watch out! Paparazzis often have to put both their reputa- 
tion and lives at stake just to make a living. Equipped with video-phone 


87 


Originality 


Playability 
88 


Visuals 


COMPUTER GAME REVIEW 


Frank 


| may receive a lot of criticism for saying 
this, but | found this game to be highly 
entertaining. The object of the game is 
ridiculously simple: Take pictures of 
local celebrities at their worst, then col- 
lect from the highest bidder. The only 
catch is knowing where and when to find 
your career-dependent photo-opportu- 
nities baséd on information from local 
inkies. This sleuth- like process 
kept me glued to the computer for an 
entire day while trying to establish myself 
as a reputable photo-journalist. The 
in the video clips are quite amus- 
ially enjoyed the various 
‘parodies while channel 
surfing. My only complaint is having to 
switch the two CDs during the game. 


Originality 


Ted 


It's tough not to be at least amused with 
Paparazzi, although | have some 
doubts about its replayability and over- 
all value as a “game”. Most of the film 
clips are genuinely entertaining. The 
game here isn’t much of a game at all, 
but at least it’s more fun to play than 
say, Johnny Mnemonic. Akin to a detec- 
tive story, you'll need.to put together the 
information you can glean from TV and 
phone tips, then go and try to catch a 
media darling. in a compromising situa- 
tion. Since this is nothing more than 
watching a video clip and making a 
decision about timing your shot and 
then fleeing, there isn’t a whole lot more 
to the “game” than the aforementioned 
JM. Cute, but for 50 bucks? 


Originality 


Playability 


Visuals 


mail, a TV, four wheels and your trusty MiNykon camera, you have two 
weeks to establish your reputation as a photographer, so you'll have to 
think smart and act fast before you go bankrupt or get wiped out by the 
back-stabbing competition. Paparazzi! runs in Windows 3.1+ and is 
Windows 95 compatible. Macintosh requirements are as follows: 68040 
or Power PC processor, 4400K of memory, double-speed CD-ROM, 
System 7.1.2+ and 640x480-256 color video. 


Tasos 


Although | was losing hope for “multime- 
dia” games—you know, the kind with the 
small video windows showing cinematic 
clips, etc.—Paparazzi seems to put the 
genre a step in the right direction. Many 
of its elements are creative, especially 
the production and most of all, the game 
: fun to play. Seite A spate 


once or twice "grew Don't pay retail 
unless you can afford it. 


_ EXPERIENCE THE RAW POWER..ON YOUR PC! 


COMING THIS FALL 


Distributed by GT Interactive Software Corp. | Williams ® 


Mortal Kombat’3 C1995 Midway Manufacturing Company. All Rights Reserved. Used under license. MORTAL KOMBAT. the DRAGON LOGO, MKS and all character names are trademarks of Midway Manufacturing Company. . 
Developed by Williams’ Entertainment Inc. Williams’ is a registered trademark of WMS Games Inc. Distributed by GT Interactive Software Corp. GT™ and the GT logo are trademarks of GT Interactive Software Corp. 
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Pitfall: The Mayan 
Adventure 


Distributed by: 
Activision 


Activision 
blazes a 
trail for 


Windows 


Fax (310) 479-4005 


Developed by: 
Activision 


95 games. 


Requirements: 
486/33, Windows 95, 
8 MB RAM, CD-ROM Drive 


Recommended: 
Same 


Controller 
Joystick or Keyboard 


Number of Players 
One Player 


Available for 
PC and compatibles 


Street Price 


$49.95 


Average Score 


se 


Pitfall: The Mayan Adventure 


File 


Ve2033 


ome Harry Jr. contemplates his next course of action. Should he make this leap of faith? If he wants to 


save his father, he’s going to have to. 


The Good: Proves that Win 95 is a viable gaming platform, even for action games. The Bad: No save game feature. The Final Word: 


Imagine what it would have been like if the original Pitfall looked and played like this! 


THE GAME 
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As the first game exclusively for Windows 95, Pitfall: The Mayan 
Adventure features the long-awaited “plug and play” feature that the new 
operating system promises. Pitfall Harry, Jr. must jump, climb and swing 
his way through the treacherous jungle in pursuit of his father. Harry, Sr. 
has been kidnapped and Junior will have a hard enough time to survive 
during his search. Through 13 levels and three challenging new levels— 
Palenque Ruins, Tomb of Palenque and Jaina Island Falls—Harry, Jr. will 


Frank 


Pitfall:The Mayan Adventure is nothing 
like its predecessor for the Atari 2600. Of 
course, | mean this in a good way. 
Graphics, animation, sound and game 
play have all been vastly improved and 
perfected to arcade worthiness. The 
controls are simple to use, however, I'd 
highly peace nan using a Schl ge 


is erate moc wien the correct 
resolution mode is selected in Win 95. 
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Ted 


Though it has a few technical problems, 
Pitfall: TMA is an exceptionally fun little 
arcade style game. Because this game 
was incredibly choppy in windowed 
mode, | switched it to full-screen mode 
in order to free up some vital resources. 
Unfortunately, the game designers 
weren't intelligent enough to build in a 
save feature for the*¢onfiguration, so 
every time | loaded it up, | had to go 
through this procedure. Also, every now 
and again the game would freeze due to 
CD access, | understand why, but there 
are ways, around this,and it’s terribly 
frustrating to lose @ life. because you 
suddenly have no control over the 
game. Decent, but give it a little time for 
the price to drop. 


be confronted by deadly snakes, nasty monkeys, killer jaguars, wicked 
skeletons, temple priests and the warrior spirit. His adventure would not 
be complete, however, if their weren’t a few quicksand pits for him to 
swing across, just like Dad. Besides the ability to run smoothly in a full- 
screen window, the game also features a film-quality soundtrack with 
more than 50 minutes and 22 tracks of music. The score includes a range 
of tribal jungle tracks and ominous mood themes. 


Tasos 


Well, here it is! The first all-Win 95 game. 
(Is this the third time you've read that?) 
The “plug and play” feature is great. For 
new computer users/gamers, this is 
going to make life much easier for you, 
and help keep you off technical support 
lines. The graphics for the game are 


| excellent for their sharpness and speed. 


You'd never have thought that some- 
thing running in a full screen) window 
could do $0 flawlessly. As boasted, the 
music is very'well done. The game play 
is fasty paced, and very challenging. 
There are many places in the game 
where plotting out your™immediate 
course of action can make life much eas- 
ier, and with no save game feature plan 
on taking time to get through it. 


You ve got the need for speed and we won't hold you back. A/ Unser, Jr. Arcade 
Racing is fast to learn and fast to play. Forget the frustration of picky little power train and 
suspension adjustments, just jump in, buckle up and punch it —just like the arcade 
racing games. 

Available for Macintosh and new Windows ‘95, where you'll experience lightning-fast 
gameplay. A/ Unser, Jr. Arcade Racing will leave all other racing games in your rearview mirror. 
So strap yourself in and get ready for the ride of your life! 


AL WISER JR. ARCADE RACING 


Sponsored by Delco Electronics. 


g? « ae . 
| C ] A CT if) f] A ] | {| ] | C ] P 4] © 1995 Mindscape, Inc. Al Unser, Jr. Arcade Racing is a trademark of Mindscape, Inc. MINDSCAPE 
Sees Ge = wo 2G. Al Unser, Jr. is a trademark of AUJ Motorsports Inc. Mindscape is a registered trade- Mindscape, Inc. 

To Order A/ Unser, Jr. Arcade Racing, call 1-800-778-2299, mark and its logo is a trademark of Mindscape, Inc. All other products are properties of 60 Leveroni Court 


or visit your local retailer their respective holders. All rights reserved Novato, CA 94949 


Ascendancy 


Fe 


fi 


Choose an 
alien race 
then build 
an extra- 
terrestrial 


emptre. 


Average Score 


92 


$49.99 


Distributed by: 
Broderbund Software 
500 Redwood Blvd. 

P.0. Box 6121 

Novato, CA 94948-6121 
Phone (415) 382-4400 


Developed by: 
The Logic Factory 
Requirements: 
486/33, DOS 5.0, 


& MB RAM, SVGA, 
2xCD-ROM 


Recommended: 
Same as above 


Controller 
Mouse or Keyboard 


Number of Players 
One Player 


Available for 
PC and compatibles 


Street Price 


Avatlablie on CD-ROM 


: 
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4 Cultivate the planet’s resources to perpetuate your race into space. But watch out! Other alien 


species are also advancing with new technological innovations that could threaten your domain. 


The Good: On-line tutorial brings you up to speed. The BAD: Trying to think up something bad about this game. The Final word: If 
all games were this good, you wouldn't need us to tell you which games to avoid. 


THE GAME 
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Among the 
infinite num- 
ber of stars in 
the universe, 
only a select 
few can cre- 
ate and sup- 
port life, giving birth to new 
species capable of intelligent 
thought, understanding and com- 
munication. As the new species 
proliferates and their knowledge 
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of the cosmos expands, stellar 
exploration becomes an inevitable 
step into the future. How will 


other alien species respond to your 


presence? Will they join you in 
your pursuit of knowledge or 
declare war? It is up to you to 
lead your race into the unknown 
regions of the universe, and only 
you can determine the technologi- 
cal advancement, expansion and 
survival of your civilization. 


en Ae 
od 
€ < 
_ 


f 


J 


wt is ae 


tC * eee 


e do not vet find vou sufficiently trustworthy 


must retuse 


Sealine aabteetiaiananenastandanieianamaaamenaemmetiametone mia 


; 
: 
E 


We would like to exchange astat lane knowledae 


Ascendancy 1s a 
turn-based strategic sim- | 
ulation game that 
requires tactical skills, 
diplomacy and the will 
to explore and encounter | 
new forms of life. The 
game begins with the 
player taking charge of a | 
single species inhabiting | 
a single planet in a 
remote galaxy. The play- 
er allocates labor and 
research while cultivat- 
ing the planets’ resources 
in order to develop new inventions 
and send the players’ species into 
the outer regions of space in 
search of habitable planets for col- 
onization. 

There are 21 original alien 
species to choose from, each with 
their own special talents and char- 
acteristics, but only seven will 
appear in a single game. It is esti- 
mated that there are over 100 


7 Test your diplomatic skills 


with other aliens species. 


oe There are 21 unique species to interact 


with. Some are friendly and some are not. 


thousand possible ways to com- 
bine the different alien species at 
the beginning of the game, and the 
possibilities for the game’s devel- 
opment and outcome are infinite. 

Once you have chosen a species, 
planetary management becomes 
your first responsibility. In order 
to progress and build planetary 
and orbital structures, you must 
establish an industrial capacity by 
building factories and other relat- 
ed facilities. The greater the indus- 
try, the greater the production. 


E 2 Explore possible pathways throughout the 


galaxy using the 3D holographic display. 


Research must also be pursued to improve 
production methods and new technologies. 
Laboratories should be constructed to facilitate 
scientific research ranging from Spacetime 
Surfing to manufacturing an Ion Banger. You 
are also responsible for conducting the research 
by selecting and prioritizing scientific topics. 

Your species’ prosperity depends on factories 
and labor allocation since everything you build 
requires a certain number of members from 
your species’ population. And your species’ 
population depends on sustenance in order to 
survive. Planetary structures such as Agriplots 
will help satisfy both of these requirements by 


providing employment, production and food for 
o » 


your species. 

As your population grows and new technolo- 
gies become available, you can construct 
orbital structures such as planetary shields, 
missile launchers and shipyards which are nec- 
essary to build your first spaceship. Your 
spaceship’s capabilities will depend on your 
current technological innovations made through 
scientific research. Spaceships are required for 
galactic exploration, and are most essential in 
fending off or attacking hostile alien vessels. 
As you construct more ships, you will want to 
designate and allocate a certain number of 
ships for battle and a certain number of ships 


Frank 

Ascendancy has to be one of the most 
# enjoyable strategic stellar exploration 
ality simulation games I've ever played. | was 
most impressed by Its comprehensive 
fo on-line tutorial which instructed me how 
Playability [0 begin building my own colony within a 
wm matter of minutes. Every function was 
90 explained in detail within the game, from 
Visuals ™2"29!Ng scientific research on new 
technologies, to building my first space- 
ship. The game interface was a breeze 
to use, and | quickly became obsessed 
with expanding my alien empire across 
the galaxy. Combat with other alien 
races could be avoided through diplo- 
matic channelsjand technological inno- 
vations could be Shared to negotiate 
peaceful coexistence. I'd estimate game 
play to last for many years, given the 
diversity of possibilities this game pos- 
sesses. The SVGA graphics are incredi- 
bly sharp@@fid the CD- “quality music 
enhanced that ‘science- -fiction gaming 
environment. This game [Ss definitely 

worth investigating. 


Originality 


Playability 


for planetary colonization according to their 
on-board equipment. 

In-depth diplomacy also plays an vital role in 
your species survival since alien encounters are 
inevitable. You can choose from a number of 
diplomatic channels ranging from a simple 
“hello and goodbye” to an outright declaration 
of war. You can also agree to share technolo- 
gies or form an alliance with a species against 
another alien species. However, some alien 
species cannot be trusted and conflict becomes 
unavoidable. Such situations necessitate an 
arsenal of well-armed spaceships and planetary 
defense structures, especially during alien inva- 
sion attempts. Battle sequences take place in a 
turn-based environment utilizing the 3D holo- 
graphic display. Be sure to use your heavily 
armed ships first, and save your colonizing 
ships for refuge and retreat if necessary. 


and innovation. 


Winning in Ascendancy simply involves 
avoiding extinction of your species. However, 
universal expansion and proliferation of your 
species is also highly revered. Such a task will 
require keen strategies and sound decision- 
making skills. You are free to decide the condi- 
tions for victory since there are no boundaries 
in the universe and the possibilities for galactic 
domination are endless. 


Ted 


Even though there were a few over- 
sights, Ascendancy is an exceptionally 
well-crafted game. The tutorial is excel- 
lent, and the game’s strategic levels will 
challenge both novice and experienced 
gamers alike. The graphics are better 
yam than every other decent space empire 
builder, and the music is not only 
Visuals '™Pressive, it's some of the best I've 
heard. The designers missed on a cou- 
ple of things; a line of text telling me 
which planet | was viewing in close-up 
would have been nice, as well as being 
able to give automatic instructions for 
my ships to get between distant jump 
points. | also Would have liked.to design 
my racial characteristics, but the many 
preset races are very well-planned and 
balanced. If | had to compare it to 
another game (you can see where I’m 
going with this, can't you’), that game 
would be Master of Orion»=Ascendancy 
also has a very well-planned technology 
research tree. If you like your builders 
space-based, this is one for you. 


aoe Set the trend of technological research 
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Equip Your Ship 
In order for you expand your horizons by: 
means of space travel, you’re going to need a: 
ship. Once you’ve constructed an orbiting: 
shipyard, you can build your very own space-: 
ship and equip it with the latest innovations: 
technology has to offer. The ship design is: 
directly related to the alien species and can-: 
not be altered. However, you are given the: 
freedom to install whichever engine, genera-: 
tor, radar, shield, weapons, and many other: 
extras that may be useful in a given situation, : 
such as a colonizer for planetary colonization. : 
Your ship’s speed and strength is determined: 
by its equipment, which determines how well: 
it will stand up to hostile alien vessels. Keep: 
this in mind when equipping your ship. 
Ascendancy was designed by The Logic 
Factory utilizing beautiful 3D SVGA graphics 
and digital sound effects. An on-line help sys- 
tem and a full-fledged tutorial covering every : 
aspect of play brings you into the game’s oper- 
ation, regardless of your experience level, so 
that anyone can play Ascendancy without ever : 
opening up the game manual. A clean-cut, 
point-and-click interface provides a simple and : 
efficient method of expanding your species. — : 


Tasos 
Don't think you're going to sit down and 
play 10 minutes of this game. Once you 
Start, it’s going to be a little while before 
you get up again. There are a number of 
84. tutorials that cover every aspect of the 
game, so it doesn’t take long before you 
jump right in and start playing. As far as 
7 builders go, this game is pretty fast- 
, paced early on, so you won't have to 
play for a couple days before things start 
92. to get interesting. The best implementa- 
Audio tion is the way you can let time pass until 
something significant happens and then 


15 it tells you what it is and lets you go to 
the location directly. The whole interface, 
Manual iy fact, isi il désigned’and lets you get 
around, pretty easily. There are also 


many ways to get” information about 
things, usually just by right Clicking on 
them. The best chafacteristic of the 
Before you start 


game is, iis eee 


game or just a mer short one. A well 
thought out piece of software. 
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le at your local software retailer or order direct from New W Vorld Computing at 1-800- 251-9564 
91-4136 outside the U.S.), or by mail: P.O. Box 4302 Holly 9a, CA 90078-4302 


WHEN THE SMOKE CLEARS 
~ ONLY HEROES REMAIN 


Orion strode across the battle worn field to gather 


the survivors among his victorious army. Two of Orion’s 
arch rivals had been defeated and the bounty of Tundara 
Castle was secure. Yet his thirst for vengeance raged 

on. Only the destruction of the remaining warlord, 
Vesper the Warlock, would satisfy him... after all, the 
ambitions of a true Hero of Might and Magic are not 
easily attained! 


® Complex Battle Scenarios © Exquisite SVGA Graphics 
® Atmospheric Sound Effects | © Unlimited Replay Value 
® Multiple, Unique Unit Types © Original Musical Score 


pet 


© 1995 New World Computing, Inc. Heroes of Might and Magic is a trademark of New World Computing, Inc. NEW WwW Rill COMPUTING, ING 


New World Computing and its distinctive logo and Might and Magic are registered trademarks of New World ey Bs PAY ' vi 
Computing, inc. New World Computindeine. is a wholly owned subsidiary oPWVTN Communications, Ing Check out Our hot new Web site at 
All riants reserved. IBM screens Shown. Actual screens may vary. htt p-//www.nwcomputing.com 
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Dungeon Master Il: 
The Legend of Skulikeep 


Clamber 
through 
the dark 
dungeons 
of the 
fortress of 


Chaos. 


Distributed by: 
Interplay 

17922 Fitch Avenue 
Irvine, CA 92714 
Phone: (714) 553-6655 
Fax: (714) 553-1406 


Developed by: 
FTL 


Requirements: 
386DX/25, DOS 5.0, 
4MB RAM, CD-ROM drive 


Recommended: 
486DX/25 


Controller 
Mouse and Keyboard 


Number of Players 
One Player 


Available for 
PC 


Street Price 
$44.99 


FILETUS 


4 Look familiar? The interface for Dungeon Master II: The Legend of Skullkeep is drawn almost entirely 


from the original Dungeon Master. 


The Good: As easy to play as the original Dungeon Master. The Bad: There’s a reason for that. The Final Word: FTL deserves a 
good, swift kick in the pants for putting out tripe like this. 


THE GAME 
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You are Torham Zed, nephew of Mylius, the original adventurer from the 
days of Dungeon Master I. You have recently been sent to guard the walls 
of Skullkeep, the fortress that holds the dread machine through which 
Evil once entered this land. It is a lonely, forsaken place. A small garrison 
guards the castle with you. They are a ragtag band of misfits, more given 
to picking fights than following orders; it is clear to you why they have 
been posted in this desolate place. Of late, your uncle has had strange 


Frank 


If | didn’t know better, | might have mis- 
taken DM2 for the original Dungeon 
Master, thanks to its outdated VGA 
graphics and crappy sound effects. The 
characters are cartoonishly cute, which 
is probably the only thing this game has 
going for it. The real-time combat engine 
emulates | ntaneous, nN -and-go 


Overall, 
optimum 1 : 
years, but DM fans should check it out 
regardless when it hits the bargain bin. 


Ted 


Actually, only the first four letters of 
Dungeon Master 2 are correct. Even 
y though the box description makes it 
sound like this is the second coming of 
God, this game is well and truly poo. 
The original DM was ground-breaking in 
several ways, and, for the time, was an 
exceptional game. DM2 is nothing more 
ightly revamped version of the 
original: FTL didn't even bother to build 
in an automap, which t consider to be 
de rigeur for the genre.4t's almost as 
though, Anterplay simply threw a bunch 
FTL’s general direction. 
This would have Seat several years 
ago; apparently FTL decided to sit on its 
collective butt and then pull an all- 
nighter. Bad and bad for you. 
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Visuals 


dreams, dreams that foretell of the coming of an unspeakable force. You 
have discounted all such tales as the clouding of a once great mind. 
Except that now, you have come to notice strange occurrences around 
Skullkeep; menacing green orbs that seem to enter the castle even though 
the doors are sealed. Something is afoot in the land; you must choose 
three companions and stop whatever force is about to assert its presence 
in your world. Act swiftly, for your world’s fate is in your hands. 


Tasos 


One has to wonder why took so damn 
long for this game to finally come out. | 
remember Interplay showing it from my 
first CES in the summer of last year and 
Steve H. told me it had been in the works 
for quite awhile already. Well, forget it 
now. The game engine’s technology has 
been extinct for a long time, the sounds 
Dlay boring. 
ther that 


the first DM and still want to play this, 
wait for it to hit the bargain shelf. 


 g2 | COMPUTER GAME REVIEW Sites Sim So eee ale aE Rceconaces 


A Curse. 


mt fF Le 


ETM As “BPA fe fe 
- 7 =: 
. 7. 


(\ Sl ics 


f/ Vx 4p | “Ly 
wi fo A f AA roel ame hoor 


STERY 


™ 


Jane Jensen, creator of the Gabriel Knight® Mystery: Sins of The Fathers has created another masterpiece 
of suspense and intrigue. Gabriel Knight is commissioned to Munich to investigate a series of mutilation 
murders thought to be the work of werewolves. The story unfolds over multiple CD’s, more than a 1000 
byper- realistic backgrounds and several centuries. It features two separate story lines, a hauntingly 
tif ee gn a ae a twist. For more ae -— 1- 800-75 57-7707 or see 


St fk FAS 


© 1995 Sierra On-line, Inc. @ and / or ™ designate trademarks of, or licensed to Sierra On-Line, Inc. All rights reserved. 
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Te "4 Available on CD-ROM 


The Monster Mash 


Adventure = interplay 
: * 17922 Fitch Avenue 
LaAMINg = Wevine,cA92714 
> Phone (714) 553-6655 
from a = Faxtnas53-1406 
whole : Amazing Media 
different ° Mac LC Ill, 2xCD-ROM, 8 
. . > MBRAM, System 7 or lat 
viewpoint + ‘MM S!stemTorlater 
Same as above 
: Mouse and Keyboard 
: One Player 
Average Score * Macintosh and PC 
8 G : $59.95 ae Tim Curry portrays the mad scientist, Dr. Frankenstein, in this 3D interactive adventure game. 


Superior graphics and an Academy Award-winning performance by Tim Curry. 
induce video vertigo. If only interactive movies played as well as this. 


THE GAME 
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Jerky screen transitions 


Wrongly accused for the death of your own daughter, Gabrielle, you are 
sentenced to death by hanging and left for dead. At least this is what you 
last remembered... You awake in an eerie laboratory to find yourself at 
the hands of a mad doctor who claims he has brought you back from the 
dead by means of the life stone crystal and unorthodox medical science. 
His name is Dr. Frankenstein. You must discover and expose the truth of 
this madman’s evil doings and clear your name of your daughters’ unfor- 


Originality 


Playability 
95 


92 


Frank 


Frankenstein has successfully integrated 
full-motion video sequences with a 
decent adventure game engine to pro- 
duce a truly realistic interactive gaming 
experience. Like 7th Guest and Myst, 
Frankenstein offers a vast environmental 
context to explore, containing several 
puzzles and hidden passageways, and 
an intriguing mystery to’Solve along the 
way. The SVGA graphics are beautiful, 
and the FMV Sequences looked incredi- 
bly sharp and played remarkably smooth 
on a Macintos Quadra 800. I didn’t care 
for the jerki\yjemovements during screen 
transitions; and@ethe pointing hand icon 
appeared unresponsive to hotspots at 
times. In all, Frankenstein is challenging 
to solve, but a pleasure to play. 
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Ted 


This game brings out a deep set 
ambivalence in me. While | like the 
graphics, the video integration, Tim 
Curry’s acting, the sound and the over- 
all quality of most of the puzzles, I’m not 
particularly inspired by this game. 
There's something lacking, and | can't 
quite figure out what it is. Perhaps it’s 
the interfage, whieh, whilé friendly, can 
only be described as mechanical and 
lifeless. | Suppose that | should have 
expected “gueh, this is, after all, 
Frankenstein. tf adventure games are 
your thing, Frankenstein will make an 
excellent addition to your library. If you 
want to show people something Myst- 
like, have at it. If a slow pace bores you, 
go play Doom II. 
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tunate death. Tim Curry stars as Dr. Frankenstein in this 3D interactive 
adventure game. Venture through the castle’s immense chambers and 
solve various puzzles. Game play is non-linear, so there is more than one 
way to complete the game. Frankenstein utilizes the latest in state-of-the 
art full motion-video sequences combined with SVGA graphics and CD- 
quality speech and sound. Minimum PC requirements are as follows: 
486/33, 8 MB RAM, 2xCD-ROM drive, mouse and DOS 5.0 or later. 


Tasos 


From the moment you get yourself to sit 
up and stand on your feet, you can take 
your adventure in a number of directions. 
Most adventure games, Frankenstein 
included, are much more challenging 
when different elements in the story 
must be pieced together from different 
parts of the game in a nonlinear fashion. 
The trickiis, however ot to overwhelm 
the player making him have to backtrack 
a lot, particularly when moving about is 
slow. At the Start of the game, you have 
to get he Satchel first or you won't be 
able to Carry around the objects that you 
find. If YOUsdont know this, naturally 
you'll think there is some other way. 
There isn't. After that, it is a very well 
made and entertaining adventure game. 
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“The 3D environments are simply breathtaking... 


the worlds are like nothing seen before In. ’ 
Computer Games. | -Computer Player Y 


“This game is best destredasa as.a Hybrid 
of ri" Carpet and Descent: ‘. 
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Super-fast texture mapped 3D flight with full 360 
degree movement. 


9 totally unique planets, with 3 levels per planet, and 
dozens of tunnels to explore! 


] murderously destructive weapons, plus many other 
devastating power-ups. 
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Non-stop air-to-air and air-to-ground realistic 
(Comm-Bat™. Plus, play 8 player network and two 
player modem games, in special Comm-bat levels, 
which are specifically designed for fun multiplayer games. 


DWANGO™ support too! 


SVGA support (640 x 480 resolution). This is a Pentium” 
recommended mode. 


Fully digital music and sound effects (up to 44 KHz 
—real (D quality!), 


RemoteRidicule” allows players to send digitized voice 
messages to other players during multiplayer games, 


FormGen, Inc. 1641 £ Gray Road Scottsdale, AZ 85260 
Developed by Terminal Reality, Inc. Published by 3D Realms 
Entertainment. Published Commercially by FormGen Inc. 
All rights reserved. All trademarks are the property of their 
respective owners. 


10 Mb of 3D rendered, full-motion, eye-candy cinematics. 


: 


INCORPORATED 
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REALITY 1S OUR GAME. IM 
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Apache 


Distributed by: 
Interactive Magic 

P.0. Box 13491 
Research Triangle Park 
North Carolina, 27709 
Phone (919) 461-0722 


Developed by: 
Digital Integration 
Requirements: 
486/50, DOS 5.0, 8 MB 
RAM, 2xCD-ROM Drive 


Recommended: 
486/66 or Pentium 


Controller 

Mouse, Keyboard or 
Joystick 

Number of Players 
1-16 Players 


Available for 
PC and compatibles 


Street Price 
$69.95 


Experience 
combat 


behind the 


stick of an 
Apache 
attack 


helicopter 


Average Score 


VT 


ae You can control your Apache from either the pilot’s or gunner’s cockpit, or from multiple external 


views. Integrated Helmet-and-Display-Sight System provides day or night navigation. 


The Good: Authentic military look and feel. The Bad: Flight animation is painfully slow and choppy. The Final Word: Just how bad 


do you want to fly an AH-64D Apache Longbow? 


THE GAME 
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The AH-64D Longbow is regarded by many to be the most versatile and 
lethal combat helicopter ever created. Equipped with advanced radar and 
weapon guidance systems, the Apache can accurately navigate and 
engage enemy forces in complete darkness and adverse weather condi- 
tions. Apache is the first PC helicopter flight simulator to represent the 
AH-64D Longbow in such authentic detail. McDonnell Douglas assisted 
with providing Digital Integration with information on many of the 


Frank Ted 


As a helicopter flight simulator, Apache 
delivers the realistic gauges and gad- 
gets. However, | was less impressed 
with its flight engine, especially with the 
fact that | was unable to perform loops 
with my Apache in flight mode. Flight ani- 


Playability Playability 


mation was also unexplainably slow. 
1 Arcade and nvuneranls, modes made 


Visuals A Visuals 


ww 


Audio Audio 


Fy detail, 
sents 


Manual decent simulator worthy 


playing, but 
hardly worth shelling out $69.95 for, Wait 
until this hits the bargain bin. 


Apache in high-res mode is choppy ona 
US ~Pentium 90 with 8MB RAM. Apache in 
Originality ow-res mode isn’t worth flying. To bor- 
row a phrase from Comedy Central, 
“What the hell is going on here?” The 
vehicle graphics are fine, but the terrain 
graphics need a sharp upgrade. If you 
are flying low (less than 100 feet) and 
you put the 4 i full forward tit, 


80 an mf perspeetive of two feet off 
the ground; 
pass through enemy Vehi¢les and build- 
ings. | like the duality of the Concept; 
realistic flight and atcadesflight in one 
Manual package is a good choice. However, it 
appears to be the only good choice 


Interactive Magic made here. 
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Apache’s innovative features. Flight options allow you to take training 
courses at Fort Hood, TX, fly single missions or campaigns in either 
Yemen, Korea or Cyprus, and multiple-player mode supports up 16 play- 
ers via network. Arcade and Invincible flight modes provide infinite 
ammo and fuel supply, and a score for the number of targets destroyed is 
kept. Apache features the latest SVGA 3D graphics, digitized speech and 
sound effects and supports most popular joystick control systems. 


Tasos 


This is definitely one game that should 

40 have a Pentium 90 as its minimum 
Originality ‘equirement. In regular low-res mode 
and detail turned way down the graphics 
are still pretty slow. It is a good time, 
however, particularly if you are a simula- 
tion nut. What | found most interesting 
about it is that the world around you is 
filled with activity, in the Sense of a virtu- 
al world. On the training missions, other 
craft go about their way disfegarding you 
as the power in their universe. For those 
of your who like simulators but not the 
extreme fealism of them, there is an 


‘oux viewpoint will even 


Manual that let you score kills for no. ther ea- 
son, and that can be a lot of fun consid- 
ering the explosions can be awesome. 


PEAT PEEL BETTER, 


Challenging Gameplay Original World Music Soundtrack Stunning Visuals 

Maneuver the multi-colored “Light Play to the uplifting beat of Endorfun's Graphically stunning and visually 
Body” cube over the “Unified Field” grid, original world music, composed and per- dynamic, Endorfun presents an ever- 
absorbing the ‘Life Force.” Forty mes- formed by the incredible O Band. Within changing landscape of pulsating, 
merizing games, hundreds of levels and — the soundtrack are more than a hundred _ kaleidoscopic animations. Endorfun is 
your choice of three strategies: play for positive messages designed to make you an entertainment experience that's 
points, beat the clock or go for longevity. feel better about yourself and your world. positively fun. 


KIDS TO ADULTS 


TIME WARNER 


Coming this fall on CD-ROM for Windows, Macintosh, Sony Playstation, Sega Saturn. 


© 1995 Time Warner Interactive. Endorfun is a trademark of onesong partners, Inc. GE ONESONG 


Corporate and product names are the trademarks or registered trademarks of the respective owners. 
BBS: 1-818-295-6730 » CompuServe: 76774,733 © e-mail: TWlinfo@aol.com * America Online®: Keyword: TWI * World Wide Web: http://www.pathfinder.com/twi 
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The Ultimate Doom™ ©1995 id Software, Inc. All rights reserved. id™ and the id logo™ are trademarks of id Software, Inc. Distributed by GT Interactive Software Corp. GT™ is a trademark of GT Interactive Software Corp. 
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Chain guns 


- GameTek, Inc. 
* 2999 Northeast 19 1st 
and * Street, Suite 500 
° Aventura, Florida 33180 
grenades — : Phone (3051 935-3995 
are : Artificial Software 
ad * 486/33, 8 MB RAM, DOS 
: ; > 5.0, 2xCD-ROM 
optional  : 
equipment, ; == sss 
; Mouse, Keyboard or 
: Joystick 
* 1 to 8 Players 
Average Score ‘ 
“a - PC and compatibles 
61 FE 
* $39.99 


You get to blow up lots of stuff. 


Not one shred of originality in game play, design or plot. 


Don’t worry about the speed limit here. There isn’t one. 


day, someone will make a game like this that doesn't have a plot out of a cheap comic book. 


THE GAME 
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The World Treaty Organization, or WTO has taken over most of the 
world’s major cities. What this means in a very real sense 1s that the 
WTO now has access to some of the most valuable secrets and items in 
the world, including nuclear componentry and chemical and biological 
weapons. The WTO is not a benevolent or beneficial organization, and its 
possession of such items poses a serious danger to almost every living 
thing in the world. It is your job to get these secrets back using your 
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Visuals 


Frank 


Don't be mislead by the VR headset 
shots found on the back of the box. The 
actual non-VR graphics are unfortunate- 
ly just low-resolution 3D polygons, seen 
in the screen shot above. Game play 
consists of simply riding around and 
shooting whatever poses a threat, or is 
listed as a target according to your mis- 
sion objectives. The game physics are 
slightly exaggerated and unrealistic; rid- 
ing over mounds at speed. will Send you 
hundreds of feet into thevair to land with- 
out a scratch, Dut | suppose that’s why 
they're called Cyberbykes. Customizing 
my vehicle also had little effect on its 
overall performance. The sound effects 
are unimpressive, and there’s nothing 
special about the special effects either. 
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Visuals 
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Audio 


Cyberbykes, in a word, stinks. While | 
have seen games that are worse, 
there’s a whole lot more out there that’s 
better. Even on our brand new Pentium 
133, this game is so choppy as to be vir- 
tually unplayable. The concept is a stale 
one, and the “giant polygons” graphics 
are, shall we say, less than impressive. 
In fact, it’s difficult toetell exactly what 
you're looking at most of the time. The 
“byke” is Customizable, Dut it makes lit- 
tle difference in game play. The only 
thing that had any clear definition of 
thought applied to it was the editor. 
Even though it’s big and clunky, the edi- 
tor is usable; my only question is, with a 
game this poor, who’s going to want to 
use it? 
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Cyberbyke, an armored Virtual Reality motorcycle outfitted with 15 dif- 
ferent weapons including lasers, grenades and chain guns. You'll need to 
act quickly, because the WTO has not yet realized the full potential of the 
items in their possession. You will be infiltrating their defenses and tak- 
ing out important structures, all the while combating enemy Cyberbykes 
sent out to stop you. In the battle for world freedom, you are the point 
man. Don’t let the world down. 
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Yes, it’s a bad title for a game, but let’s 
give it a fair shake anyway. The story 
and setting are trite as can be: global 
governing body gone bad. So the 
method of resolving conflicts is through 
these remote-controlled Shadow Racer 
VRs. *sigh* wow. Not every game needs 
a Story and a setting, folks. Then you’re 
supposed to fulfill these mission objec- 
tives that are sometimes completely 
unclear and kill a lot of other Bykes along 
the way, If you Can see them)Even on 
the farthest view setting, all objects only 
become visible when you are virtually on 
top of themeOh, but youecan count on 
them seeing you in plenty of time. The 
most fun is riding around on the sus- 
pended bridges and jumping the ramps. 


It's the role of a 

y lifetime. The grand- 
daddy of all role playing games 
is back...bigger and badder than 
ever. Introducing Dungeon 
Master II, a role playing game of 
epic proportions. 

From storm ravaged villages 
to trap-filled dungeons you'll face 
creatures and characters that 
actually think for themselves and 
react to your actions. 


alt 
oe You ll encounter 


cunning traps and clever puzzles, 
plus amazing visual effects. 
Bolts of lightning and awesome 
displays of magic will make it all 
the more frightening. 

It's easy to learn and intuitive 
to play. No wonder it's the game 
everyone is talking about. 

Dungeon Master Il. The 


ultimate quest : 
of dungeons, eH. 
magic and GEE 


monsters. BY GAMERS. FOR GAMERS.” 


Available for your IBM PC and Macintosh. See your local software retailer or call 1-800-969-GAME. 17922 Fitch Avenue, Irvine, CA 92714 (714) 553-6678 
© 1995 Interplay Productions and Software Heaven, Inc. All rights reserved. DUNGEON MASTER is a trademark of Software Heaven, Inc. 


Hi-Octane 


Distributed by: 
Electronic Arts 

1450 Fashion Island Blvd. 
San Mateo, CA 94404 
Phone (415) 571-7171 


Tires and 


common 


court esy 
Developed by: 


Bullfrog Productions Ltd. 


Requirements: 
486/50, DOS 5, 8 MB RAM, 
2xCD-ROM Drive, VGA 


Recommended: 


Pentium, SVGA, VESA 


Controller 

Mouse, Keyboard or 
Joystick 

Number of Players 
One to Eight Players 
Available for 

PC and compatibles 


Street Price 


$54.99 


are a thing 
of the past 
in the 21st 


century. 


Average Score 


33 


When your windshield begins to sport after-market ventilation ports, you may wish to take evasive 


action. Remember from driver’s education: (1)dentify, (P)redict, (D)etermine, and (E)xterminate! 


The Good: State-of-the art graphics set new standards for computer gaming. The Bad: High-res mode cries for the next genera- 
tion of P6s. The Final Word: You will still have fun with your 436 in low-res mode. 
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Take a drive into the 21st century where street racers compete to the 
death behind the wheels of high-performance Hovy-cars capable of 
400+mph. Choose from six lethal armor-plated cars equipped with chain- 
guns and missiles, each with their own strengths and weaknesses. Race on 
any of six challenging tracks sure to send you diving off cliffs or crashing 
into the sides of buildings. You can control your Hov-car from inside the 
cockpit, or from three external chase cameras. Enter a single race, sign up 


Frank Ted 
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for a championship, race for yourself or join a team. Compete against the 
computer or your friends thanks to multi-player mode which supports up 
to eight human players over a network via Netbios. State-of-the art tex- 
ture-mapped SVGA graphics and CD-quality sound provide a convincing 
virtual reality experience. Hi- and low-resolution modes allow you to cus- 
tomize graphic detail for optimum performance. Hi-Octane contains ani- 
mated violence and is recommended for ages six and above. 
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Hi-Octane offers the finest high-resolu- 
tion animation and graphics I’ve seen in 
an arcade-shooter thus far. However, in 
order for anyone to experience its full 
graphic capabilities, they will want to 
play this game on a P6 to avoid exces- 
sive shudder movement which was evi- 
dent even on a Pentium a with 8 MB 


mastered, the game analyes into an all- 
out shooter for first place. 


Although Hi-Octane offers some stun- 
ningly beautiful graphics, | can’t quite 
sell myself on the game. | love the con- 


Originality 


Hi-Octane is the first interactive expo- 
sure we've had with the new enhanced 
Bullfrog 3D engine. As before, it is still 


cept, even if it is somewhat stale (back fast but mostly on a Pentium. It still runs 
to basics: Car Wars did this quite awhile a well on a 486, but | don’t think it is quite 
ago). The music is exceptional, as is the Playability ‘Ne same animal. Hi-Octane plays much 
sound; some of the sound elements like Slipstream 5000, minus vertical con- 
appear to have been se directly trol. Like slipstream, you have to plan 
from Bullft : Visuals a 


Octane loses 
gular lack of. 
ton to the 


acquire; it's all machine gur J 
ets. It's worth a look, but only after the 
price has been reduced. 


ing the, finish | 7 line first: Ju 
early lead and every Craft or 


- Most _ 
were the sound effects which were too 
quiet and passive, even at full volume. 
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LIE TO YOUR OPPONENTS. 


BREAK TREATIES. 


CHEAT MERCILESSLY. \ 
IN OTHER WORDS, 
THINK OF IT AS A TRAINING 
PROGRAM FOR A CAREER 
IN NATION BUILDING. 
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CONQUEST OF THE NEW WORLD" 
ARRIVING THIS FALL. 


™ 


CNP1 
By GAMERS. For GAMERS” 


Chart your course for the Interplay WEB site (http:/www.interplay.com).or call 1-800. INTERPLAY for more information. 
©1995 Interplay Productions. Conquest of the New-World-and the Interplay logo are trademarks.of Interplay productions. All rights reserved. 
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Fu Available on CD 


Battleground: Ardennes 


Battle of the Bulge 


Distributed By: 
intraCorp 

501 Brickell Drive 
Sixth Floor 

Miami, FL 33131 
Phone 373-7700 


Relive the 
1944 


Christmas 


Developed By: 


SEASON IN = teeacah 


the 


Ardennes 


Requirements: 
386/33, DOS 5.0, SVGA, 
4MB RAM, Win 3.1 


Recommended: 


forest. 486DX/33, 8MBRAM 


Controller 
Mouse or Keyboard 


Number of Players 
same i ot TA 
Available for a Sar a a ae — 


PC/Windows 
ee The three-quarters perspective 3D map allows you to get a feel for the terrain and for enemy unit 


Street Price layout. 


SS Bee 


The Good: A tight focus on one of the most important battles of WWII. The BAD: The manual is required reading on this game. The 
Final word: This is one heck of a debut for TalonSoft. 


THE GAME 
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Average Score 


The first clashes of the infa- Bitter cold and heavy snow would have cut off a vital supply ceed, withdrew to the German 
mous Battle of the Bulge are grounded all Allied airplanes, ren- route for the Allies; the nearest border. The bulge in the Allied 
recorded as beginning on dering their benefit to the Allied seaports large enough to enable lines took several weeks to close. 
December 16, 1944. Fighting reconnaissance effort useless. The resupply and reinforcement for the | Casualties for the Nazis were 
began in earnest, however, on German plan was a simple one: two armies would have 
December 17 as the German Drive a wedge deep into the been Rotterdam to the 
Offensive picked up steam. The Allied line at the Ardennes forest, north and Boulogne to 
weather could not have been more splitting the British and United the south. Neither 
perfect for the Nazis to launch States armies, hoping to retake the would have been an 
their massive counterattack seaport of Antwerp. Had this optimal choice, particu- 
against the invading Allied forces. effort succeeded, the Germans larly if the Germans 
rd Stuument, Decraher 1, 1944 ais controlled the easily 


defensible city of 
Antwerp. That the city 
also has a large ship- 
yard would also pose a 


formidable threat. The hex grid is an important concept that 


The attack took the novices should learn 
Americans completely 


by surprise, but they were able to close to 220,000, a catastrophic 
rally and hold the road centers of loss which aided their eventual 
Bastogne and Saint-Vith. On defeat. 
: iene) ¥ . December 23, the weather cleared, Battleground: Ardennés, Battle 
Get ey ae eS and the German army, knowing of the Bulge takes us fromthe first 
sraecre mmecaa rg s that the attack could not now suc- major encounter of that battle, on 


* 


December 17, 1944 through to 


Video clips and stills make mopping up efforts on January 2, 


meen per ms a en ee REE 2 history come alive. 1945 at Arloncourt. Starting from 
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a standard hex-based battlegrid, TalonSoft 
included some unique features which enhance 
the wargaming experience. The 3D battlefield 
is the most obvious advancement; it is a zoom 
level on the standard map that allows you to 


BG: Gettysburg 


Battleground: Gettysburg is the second install- 


view the varying terrain on the battlefield. 
Terrain played an important role in the 
Ardennes campaign. The Ardennes region 


consists of rolling hills spattered with forests 


and cut through with creeks and rivers. Few 
paved roads existed in the Ardennes forest 
region at this time, hampering resupply, but 
also hindering the Panzergruppen as they 
rushed toward Antwerp. Another nice 
enhancement, although not one we haven't 
seen before, is the use of video footage. 


ment in the battleground series, and will allow 
you to take command of the forces on the field 
where the Confederate States ultimately lost 
the Civil War. Play through the eyes of the 
attending generals, and attempt to justify 
General Lee’s decision to embrace the United 
States Army in this epic contest of wills, from 
the charge on Little Round Top to the dismay- 
ing downfall engendered in Pickett’s charge. 


where the AI will not wait for you to catch up — game map. And, if you'd like to step in and 


Whenever a shot is fired, a video clip circa 
WWII pops up in a small window showing 
the unit type you have selected firing off a 
shot (or, in the case of machine gun batteries, 
a lot of shots). It’s a nice effect, at least for 
short periods. In addition to these, there is 
also a pop-up AI window that allows you to 
see exactly what’s happening on the field. 
Many wargames simply expect you to keep 
up, while BG:A gives you control over the 
action. You can step through each shot and 
movement the AI makes (although you may 
not be able to see every movement; such is 
the fog of war), or you can set it to autorun, 


"Fins OOS Wink O56 Aled Dalensve Fac Phacs TT eg 


4 A column of trucks and tanks rolls along 


one of the many small tracks in the area. 


Frank 


Battleground: Ardennes has to be one of 
the finest military strategic simulation 
games I've played, and the fact that it 
runs in Windows scores extra points with 
me. Game settings and functions were 
easily accessed through pull-down 
menus and a convenient tool bar. The 
SVGA graphics represented the various 
military forces in detail, and occasional 
full-motion video sequences of WWII 
film footage enhanced the feel of war- 
fare. The sound effects also contributed 
to the realism of combat with artillery 
shots that actually panned from left to 
right, and vice-versa. | was especially 


Originality 


unknown, rendered as easy targets for 
enemy fire. But | suppose that’s war... 


if you fall behind the action. The ability to 
assault en masse from several directions on a 


central position, while not new, is a nice addi- 


tion to the menu bar. 

Battleground: Ardennes gives you excel- 
lent control over your environment. Most of 
the optional stuff, such as the video clips 
mentioned above, can be turned off in order 
to speed up game play. 


Units use graphical 
icons, another nice 
feature for the novice 
wargamer, although 
these can be changed 
to standard wargaming 
icons for the more 
experienced player. 
Various display 
options can help you 
find your way around 
the board. Having 
trouble finding your 
objectives? The game 
provides a list box of 
objectives that can be 
clicked on; the high- 
lighted objective is 
then displayed on the 


Originality 


do the thinking for the AI on either side, 
you're free to do so at any time during a sce- 
nario. Those who thrive on human interaction, 
or who believe that any level of AI is simply 
beneath them, will be pleased to know that 
Battleground: Ardennes offers complete head- 
to-head modem capability. 


ae The hills are alive with the sound of tank crews having the flesh 


burned from their bones. 


Ted 


For a hex-based wargame, Battle- 
ground Ardennes, is certainly pretty. Of 
course, that’s sort of a relative state- 
ment, given the state of wargame 
graphics in the past. The Al, which is 
generally the thing most wargamers 
wonder about when buying a game, is 
nothing short of excellent. The comput- 
er pathing of unit movements is inten- 
tionally retarded; it will make the move 
that is proper only about 90% of the 
time. Since you can right click to cir- 
cumvent the computer's pathing, it’s no 
big deal. The interface is not very intu- 
itive, meani O sit down 


wargames come out that don’t give you 
control over your environment. 
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Aside from the zoom-in feature on the 
battlefield, Battleground: Ardennes is not 
a whole lot different than many WWII 
simulators. The Al is excellent and can 
be customized, and the interface is fairly 
well designed. The historical scenarios 
are certainly challenging, though some- 
what limited in number. However there is 
a scenario editor, so you can feel free to 
make up your own. What really made the 
difference for me was conducting battles 
while zoomed in. The terrain remains 
hexagonal in form, but takes on a realis- 
tic 3D alee has makes it look so real 


pizzazz, it is a game that is not lacking in 
gratifying entertainment value. 
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: _ By New World Computing 
Conquer a = popoxasee 
: Hollywood, CA. 90078 
fANtASY — = Phone (8181 889-5600 
> Fax (818) 889-5682 
world — : 
through : 386/33, SVGA, DOS 50 
: 2x CD-ROM, 4MB RAM 
brute : 
> 486, 8MB RAM 
force. 
; Mouse 
> 24Meys 
1-4 Players 
: PCs and compatibles 
> $59.95 A 
: expected. 


: Solid strategy that is easy enough for the novice yet will challenge the experienced. 


ster animations. 
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King’s Bounty ruled; this is an excellent successor. 


Heroes of 


u 


man’s home is his castle, although you may find that keeping it is a more difficult task than you 


Goofy two-step mon- 


Might and 
Magic is 
King’s 
Bounty, only 
with extreme- 
ly updated graphics and AI. Your 
quest is to build your kingdom up 
from ground level, and emerge 
victorious Over your Opponents. 
You'll recruit new heroes from a 


COMPUTER CAME REVIEW 


common pool that is shared 
among all the kingdoms; four 
types of hero exist: Knight, 
Barbarian, Sorcerer and Warlock. 
Each hero type has certain abili- 
ties that the others do not. Skills 
you Il need to improve for each 
include attack, defense and knowl- 
edge. Certain magical objects in 
the game can further enhance your 
skills; magical shields will aid 


your defense, compass- 
es and rings will 
enhance your travel 
ability, etc. You'll also 
need to seek out magi- 
cal places that can aid 
you in combat, and it 
will help your cause to 
find skilled persons 
who can teach you their 
abilities. Your castle 
can be equipped with 


mating or training sites 
for creatures both real 
and fantastic. Court 
astrologers can enhance 
the ability to raise and 
train magical creatures by reading 
the stars and declaring special 
months. Included in the monster 
menagerie are Peasants, 
Swordsmen, Goblins, Griffins, 
Hydras and Trolls. This is a short 
list; there are many other types of 
creatures, as well. These creatures 


o.. ginricusa victory! 


Por \ 


Lior in cere bak, Ector 
FECENIves 2 


240 Gx perience 


yield hero experience. 
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a Victories on the battlefield 


Rushing to the attack may not be your 
wisest course of action. On the other 
hand, some of these “enemies” may be 
locking for some excitement and would be 
willing to join your crew. 


can be raised and recruited to pro- 
tect your castle from invasion or 
can join one of your heroes on his 
or her quest for the Ultimate 
Artifact. During every game, cer- 
tain sites will yield to you infor- 
mation that will prove useful in 
your search for this magical 
implement. Its location changes 
with every game, so going back to 
look in the same place you looked 


= Managing your towns is more than a mat- 


ter of recruiting soldiers! You'll need to 
watch your resources carefully so that you 
can build your defenses and training facil- 
ities. 


last time will avail you not. Resource manage- 
ment also comes into play, as all of the nice 
upgrades you can make to your castle will cost 
you more than just gold. In addition to the nor- 
mal gold and jewels, you'll also need to estab- 
lish a supply of mercury, sulphur, wood and 
crystal in order to build the necessary training 
and mating grounds for your heroes’ cohorts. 
The map 1s revealed to you piecemeal; in order 


King’s Bot 
an original stratec 
World Computing on the 
platform (it 
released on several other 
forms). The basic idea is to control 
the world through the 
heroes. You are pitted 
whose defeat you need to bring about by assault- 


The year is 1990. 


ae eee RS 


rey 


Combat commences! Skill in attack and defense strategies will help here, although good magical 
power and knowledge wouldn’t hurt, either. 


A trip back in time to King’s 


+. King’s Bount 
___Continentia i 


Bounty | 


Frank 


Although |'m not the type to play most 
turn-based strategic simulation games to 
their fullest, | was surprised to find 
Heroes of Might and Magic to be quite 
entertaining and addictive. The SVGA 
cartoon-like graphics alone were enough 
to maintain my short attention span, and 
the simplicity of game play invited con- 
tinuous attempts to expand my territory 
and defeat my opponents. The game 
interface was self-explanatory, eliminat- 
ing the need for an intimidating manual 
which no one ever reads anyway. The 
turn-based combat sequences are chal- 
lenging, and as the game progresses, 
new charaeterspweaponsgand.spells are 
introduced for intensified wariare. Even 
in the @asiest difficulty setting, the 
games’ Al made mincemeat out of my 
heroes for the first hour orso. The CD- 
quality Music and nature-esque sound 
effects also complimented the mood of 
the gameé according to tts environmental 
context. Thumbs up! 


1] 


i 
Originality 


00 
Playability 


Visuals 


Ted 


Heroes of Might and Magic is a sharp 
reworking of King’s Bounty, and you 
can tell that it's been a labor of love for 
New World Computing. The basic strat- 
egy elements that made King’s Bounty 
such an excellent game have changed 
only in minute ways, while the graphics 
have been given a full overhaul. What 
you wind up with is a game that not only 
looks great, but plays as well as the 
Original title. The combat screen has 
been updated as well, so that you no 
longer have to squint in order to see 
what sorts of units are engaging in com- 
bat. The Al is good: even “Dumb” mode 
will give. Casual players a run. for their 
money. ! could wish for a better manual, 
but the basic game play is fairly straight- 
forward, Sound and music have been 
given something of a boost, although 
they are_still Somewhat minimalist. 
Overall, | think this gamevis"a'teal win- 
ner, particularly since it offers some- 
thing KB never could: network play. 


to determine where your enemies are being sent 
from, you'll need to explore. There are several 
levels of difficulty, as well as subtle nuances. If 
you feel as though you are superhuman, try set- 
ting the game up with three genius computer 
opponents, then allowing them to unite against 
you. Talk about brutal! Network play, modem 
play and null-modem (direct connect) play are 
other avenues you may wish to explore should 
you find the computer AI no match for your 
merciless, untainted skill (yeah, right). You can 
also play a multi-player, single-computer game 
called the Hot Seat, where any mix of human 
and computer players take turns issuing orders 
and building their kingdom. 
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This game was somewhat of a refresh- 
ing change from some of the games 
reviewed this month. Its interface is well 
94 designed and very intuitive. Basic infor- 
baa §=omation on just about anything is just a 
Playability right click away. In fact, a good way to 

07 approach learning how to play is just 

0! jump in. If you have some experience, 


di 


~ —_ 


8 


Originality 


| 
Ly 


Visuals yOu should be be up and playing in less 
than a half hour. You'll no doubt notice 

Coke ey" ; 
88 the excellent music right away if you 
Audio "2Ve 2 good sound card, and the bright- 
ly colored graphics really add to the fairy 
$4 tale theme. With so much attention to 
detail, | am a little surprised at the lack of 

Manual 


any good animation; it is two frames usu- 
ally. Still, #% @0@S not detract from the 
game's enjoyment. Ifs nice that there is 
an overall goal to itin the form of the arti- 
fact puzzle. This Makes it more than just 
another-seekeand-conquer-style game. | 
highly recommend HOMM to anyone 
who likes a Mee-Olend of Strategy, fanta- 
sy and adventure. 
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PCa 
ie 


14 functions. 2 sees paeiiok 
Programmable 
when used with the 

S Pro Throttle 


20 programmable | . 
functions - 


| 2 programmable es oormnabe 

functions. Makes other functions 

standard joysticks 

programmable as well. 
___ Available for Mac and PC. : 
= — OK, So the F-16 Series of controllers from Ch Products costs 
eS icouple bucks more than fhe cheap Stuff. But ins iS war, and 
a failed flight controller means sudden death. The F-16 Series 
= and Throttle Line deliver the the excitement of a real Falcon 
mm COCHDIT Theyre made to stay in the fight long after others 
fave bought the farm. A three wear war ihr | 
 — TheF-16 FighterStick offers easu point-and-click program 
ming. Add the Pro Throttle to the Combate and You can 


fi rf ui r both vais witout aves caer ie eh 
Hath throttles work with all CH joysticks, and most oth 
follers, foo. Plus, they improve the game play of war fate 
fobol, combat, ~ Of flight sim software. 
So fly on over to your computer retailer an waa ant the 
‘Most advanced and sonsitive controls you'll ever ise eb isl 
accustomed L — Mi ssiles Up Your lalpipe. 


970 Park Center Drive Vista, CA 92083 we 2 
Phone 619 598 2518 Fax 619 598 2044 
Internet address a 
Amer. OnLine: CHProducts@AOL. com ee? 
CompuServe: GO CHProducts 


= 
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C.E.0. 


Make your 
bid for 
CEO of a 
powerful 


corporate 


emptre. 


Average Score 


04 


Distributed by: 
Motion Interactive 
1341 Ocean Ave., Box 417 
Santa Monica, CA 90401 
Phone (310) 576-1885 
Fax (310) 576-1889 


Developed by: 
Artdink 


Requirements: 
486/33, DOS 5.0, 
4 MB RAM, 2xCD-ROM 


Recommended: 
Same as above 


Controller 
Mouse or Keyboard 


Number of Players 
One Player 


Available for 
PC and compatibles 


Street Price 
$49.99 


Hi 


= 
3 


tli 


oe Looks a lot like SimCity 2000, doesn’t it? Only in C.E.0., stock market crashes are considered a 


natural disaster. You can also customize public transportation to fit your busy schedule. 


The Good: Nice video production. The Bad: Very few people will be able to play it. The Final Word: Playahbility had to be sacrificed 
to hire known actors for the video clips. 


THE GAME 
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Take control of the A-IV Group, the most formiddable economic force in 
existence, after its former CEO mysteriously disappeared. Before you can 
fill this prestigious and powerful position, the A-IV group has devised a 
hyper-realistic economic simulation program designed to assess your 
executive capabilities. You will be responsible for building and maintain- 
ing its own private highway and rail transportation networks, the buying 


and selling of real estate holdings composed of business, commercial and 


Originality 


COMPUTER GAME REVIEW 


Frank 


Business simulation games have never 
held my interest for longer than an hour 
or two, mainly due to the fact that they 
imitate real life work (Something that | 
prefer to avoid at all costs) rather than an 
entertaining escape from reality. C.E.O. 
represents the latest in the A-Train 
series, utilizing SVGA graphics, full- 


g Motion -quality 
$ sound, a engine. 
Unfortun is less 
than en| e, since 
neither the pre e manual 
explain r how to play 
Game p aluating 
expense rep rain and 


bus schedules. Does this sound like fun? 
| didn’t think so. Avoid like the plague. 


Originality 


Playability 


tee 


Windows 3.1] +. 


Ted 


A less user-friendly game | cannot 
recall. It's almost as though the design- 
ers, when they were putting together 
this game, didn’t bother to ask them- 
selves one basic question: “What if the 
people who buy C.E.O. haven't played 
any of the A-Train games?” | never did, 
and consequently, | was | screwed from 


mums; 
tutorial 


poorly 


have been appreciated: haven't game 
designers learned anything from Maxis? 


67 


Originality 


15 


Playability 


cee 


residential properties, allocating resources for more than 100 subsidiaries, 
and managing its own stock portfolio while maximizing the profitability 
of A-IV’s investments. Your performance and decision making skills will 
determine your future as CEO with this corporate conglomerate. C.E.O. 
operates in a real-time environment, utilizing SVGA graphics, full-motion 
video sequences, CD-quality sound, and will operate in either DOS or 


Tasos 


For the longest time now, | was under 
the impression that games were created 
to make money. Boy, do | feel stupid. It’s 
now clear to me that the developers 
wanted to keep this particular one for 
themselves since they are probably the 
only ones who know how to play it. | 
knew | was in trouble when | noticed the 
lack of a tu ly k 

al tells 
not nece 
there is fi 


further than t being unplayable: it is just 
one big mess of confusion. Steer clear! 


‘WARCRAFT 2’ 
The battle 
between the evil 
orcs and the 
noble humans 
rages on. With 
powerful new 
allies, terrifying 
new creatures 
and ingenious 
new weaponry, 
the struggle for 
the domination of 
Azeroth contin- 
ues over land, 
seaandair. $40 


. boat 


“ “COMMAND: 


ACES OF THE 
DEEP’ Take com- 
mand in the most 
realistic and tech- 
nically advanced 
WWII German U- 
simulation 
ever created. Now 
in high resolution 
graphics with tex- 
ture mapped 
ships and subs! 
Pushing your tac- 


| tical abilities to the 


limits. CD $47 


‘THE DIG’ Astronauts are transported to an alien 
world where they uncover artifacts of an ancient civ- 
ilization. They must sift through the ruins and assem- 


ble the technology to get them home. 


CONTROLLERS 
American Laser Gun $42 
CH F-16 Combatstck $63 
CH F-16 Fighterstck $95 
CH F-16 Flightstick $39 
CH Pedals $46 
CH Throttle $63 
CH Trackball Pro $85 
Dolphin Virtual Helm$139 
Joyswitch $38 
Lgtech WingMan Ext $45 
Spaceball Avenger $165 
Suncom F15 Hawk $41 
Thrustmaster DCS $110 


TM F16 TQS $110 
TM FLC (F16) $110 
TM FCS (Mk2) $59 
TM Pro Golf $559 


TM XL Action Control $24 
Total Ctrl Vrtual Ctrir $29 
Universal Cockpit $219 
VFX 1 VR Headgear $949 
CD ROM HARDWARE 
4 Plex Quad Speed $429 
Diamond 4000 Kit $379 
Digital Edge 3x Int $699 
Mitsumi Quad Spd $215 


Plextor 6 Plex Int $529 
S Blister Omni (4x) $412 
Teac Super Quad $220 


AUDIO HARDWARE 
Advne Grvis Ult ACE $79 
Pro Audio Spect Plus $89 
Snd Blaster 16 Value $95 
S Galaxy NXPRO $199 
Sound Man Wave $125 


Vivid 3D Studio $105 
4X Frenzy $48 
Doom 2 $39 


Duke Nukem 3D $35 
Magic Carpet 2 $44 
Maximum Roadkill $42 
Rise of the Triad $34 


Ruins $44 
Shadow Warrior $44 
Skull Cracker $41 
Space Hulk 2 $44 
System Shock $47 
Tek War $46 
Twisted Metal $42 


Warhammer 40K $44 


© 1995 CHIPS & BITS, INC 


CD $44 


7th Guest 2 $53 
Adrenaline Factor $35 
Alien Trilogy $46 
Alone in Dark 3 $42 


Beneath Steel Sky $28 
Big Red Adventure $40 


Clayfighter 2 $35 
Corpse Killer $48 
Crystal Skulls $40 
Dragon's Lair 3 $34 
FX Fighter $45 
Judge Dredd $40 
Jump Raven $42 
Maximum Surge $47 
Microcosm $36 
Mortal Kombat 3 $47 
Novastorm $35 
Pinball Worlds $35 
Rebel Assault 2 $45 
Revolution X $45 


Rise of the Robots $48 
Total Domination $39 


AD &DCollectors $35 


Al-Qadim $39 
Alien Legacy $36 
Anvil of Dawn $34 
Arborea Journey $34 
Arena $39 
Berserker $48 
Betrayal atAntara $48 
CyClones $39 
Cyber Space $38 
CyberJudas $32 
Dark Sun 2 $49 
Death Keep $42 
Devil's Gate $40 
Dragon Lore $47 
Elder Scrolls 2 $48 
Goldtree Kingspoint $40 
Hunters of Ralk $48 


Kingdoms:Far Reach $40 
Lord of the Rings 2 $38 
Lords of Midnight $48 


Menzoberranzan $42 
Pools of Drkness $38 
Ravenloft 2 $46 


Realm of Arkania3 $46 
Skyrealms of Jorune $39 
Star Trail $41 
Star Trek Dp Spce 9 $41 
Sar Trek TNG:F Unty $46 


‘THRUSTMAS- 
' TER PRO 
PLAY GOLF’ 
For the first time, 
golfers can now 
play or practice 
with their own 
clubs, while 
playing 18 holes 
of Links 386 
golf, or viewing 
the swing ana- 
lyzer software to 


improve your 
swing right at 
home. $559 


A10 2:Silent Hunter $48 
AH 64D Longbow $48 
Absolute Zero $48 
Aces of the Deep 2 $48 
Across the Rhine $47 
Air Havoc Controller $39 


Air Warrior 2 $34 
Airpower $45 
Apache $45 
Armored Fist $43 
Battlecruiser 3000 $43 
Chopper Strike $48 
Confirmed Kill $44 
Cyclemania $34 
D-Day:Optn Overlord $39 
Dark Ride $49 
Dawn Patrol 2 $42 
Descent 2.0 $46 
Destruction Derby $36 
Dream Web $34 
EarthSiege 2 $48 
F16 Fight Falcon $44 
Falcon 4.0 $49 
Fast Attack $48 
Fighting Falcon $47 
Flying Tigers $42 
Great Naval Battles $42 
Harrier Assault $47 
Hi-Octane $44 
Indy Car Racing2 $40 
Jet Fighter 3 $41 
Lode Runner $36 
M4: Sherman Tank $34 
Mechwarrior 2 $46 
MetalTech:Erth Siege $45 
MS Flight Sim 6 $54 
Msft Space Sim 1 $44 
Nascar Racing $39 
Need For Speed $47 
Raven Project $45 


Red Baron Tank Killer $39 


Bioforge $44 
Body Count $29 
BrainDead 13 $38 
Cronomaster $47 
Cyberia $45 
Cyberwar $48 
Daedalus Encount $47 
Damnesia $36 
Dark Forces $47 
Defcon 0 $39 
Discworld $35 
Ecstatica $36 
Extractors $34 
Flashback $35 
Frankenstein $46 
Full Throttle $46 
Gabriel Knight 2 $48 
Harvester $42 
Heart of Darkness $55 
Hellraiser $52 
Ice & Fire $48 
Johnny Mnemonic $41 
Kindom O’ Magic $54 
King's Quest 7 $49 
Leisure Suit Larry 7 $44 
Mission 9 $44 
Pagemaster $44 
Phantasmagoria $53 
Police Quest 5 $48 
Psychic Detective $44 
Quest for Glory 5 $44 
Relentless $44 
Sentient $37 
Silverload $38 
Simon Sorcerer 2 $37 
Slaughterhouse 5 $46 
Space Quest 6 $45 
Space Ship Brainlock$49 
Spawn $42 
Star Trek TNG $76 
Star Trek:Judge Rites $42 
StereoWorld $39 
System Shock $41 
Terra Nova:Strke Frce$48 
Terror of Deep $36 
The Dig $44 


Under a Killng Moon $39 


Witchaven 


$46 


Stonekeep $44 
Superhero Hoboken $34 
Thunderscape $40 
Ultima 9 $52 
Ultimate Fantasy $39 
Vampire Masqrde $48 


Renegade 2 $34 
Sail ‘95 $37 
Sailing Sim 3 $52 
Silent Hunter $46 
SuperKarts $44 
Tank Cmmander Net $46 
Tower $44 
Trophy Bass $48 
Virtual Karts $41 
Warhawk $42 


Wing Commander 4 $54 
X-Car Exper Racing $44 


X-Wing 


$39 


Carpet L] 


wa rece ak 


‘MAGIC CARPET 
2’ Peace reigns 
once more after 
the world has 
been restored to 
equilibrium and all 
creatures ban- 
ished to the 
netherword. But 
as darkness 
descends over 
the city you realize 
that a force of even 
greater evil than 
before is at 
work. CD $44 


FREE 
GAME 
OFFER 


Spend the specified 
amount on any in stock 
software and choose a 
free IBM game from the 
corresponding list 
below. Request must be 
made at time of order. 


SPEND $60 


Airborne Ranger 5.25, 
Conquered Kingdoms 
Scen 1 3.5, Gunship 
5.25, Mercenaries 5.25, 
Magic Candle 3 5.25 


“WORLD CIRCUIT RACING: GRAND PRIX 2’ 
Fend off challengers at Monaco or blast down the 
straightaway at Monza! Real tracks, real teams all 


in breathtaking, lifelike graphics. 


Blood Bowl $29 
Brett Hull Hockey ‘95 $34 
ESPN 2 Extreme $38 
ESPN Hockey $44 
FIFA Int'l Soccer ‘96 $40 
F Page:Ftball Pro ‘96$48 
F P Sprts Bseball ‘96 $48 
Hardball 5 $42 
Internat’l Tennis Open $44 
J Nicklaus Gold Bear $34 


Links Pentium $49 
Madden Football ‘96 $40 
M-soft Baseball $51 
MS Golf 2.0 $45 
NBA Airborne ‘95 $42 
NBA Live 95 $47 


NFL Qrtrbck Club ‘96 $45 
NFL Super Bowl $39 
NHL Hockey ‘96 $40 
Nick Price Golf $45 
PGA Tour Golf 486 $47 
RBI Baseball ‘96 $36 
Troy Aikman Football $49 


1830: RR/Rber Brrn $34 
Advne Civilization $34 


Ascendancy $44 
Breach 3 $34 
Celtic Tales $34 
Civilization Network $47 
Conquerer $46 
Deadline $38 
Dungeon Keeper $48 
Empire 2 $34 
Exploration $40 


Great Naval Battles 3$46 
Hero Might & Magic $34 
High Seas Trader $40 
Jagged Alliance $46 
Lost Admiral 2 $39 
Mchiavelli the Prince $38 
Oprtion Crusader $39 


Outpost WIN $38 
Perfect General 2 $38 
Power House $39 
Sim Town $33 
SimTower $33 
Simcity 2000 $19 
Star Control 3 $46 


This Means War $42 
Warlords 2 Deluxe $42 
X-Com: Terror Deep $39 


Bridge Olympiad 
Celebrity Poker 
Chessmster 3000 
ClockWerx 

Game Maker 3.0 


CD $41 


$29 
$29 
$25 
$25 
$48 


Incredible Machine 2 $37 


Incredible Toons $29 
Jeopardy $29 
Klik & Play $42 
Locksmith $29 
Magic the Gathering $41 
Mega Maze $28 
Monopoly Deluxe $29 
Ms. Metaverse $39 
Paparazzi $44 
Pinball Dreams $29 
Shanghai $39 
Solitaire Deluxe $25 
Solitaire Journey 2. $35 
Star Wars Chess $29 
Virtual Pool $40 
Virtual Vegas 2 $24 
Wheel of Fortune $29 
Xplora $47 
7th Fleet $39 
Aegis:Guard of Fleet $46 
Battleground $44 


Byond Squad Leader $45 
Civil War: 1861-64 $39 
Command & Conquer $48 
Flight Commander 2 $38 


Harpoon 3 $39 
lron Cross 2 $39 
Last Blitzkrieg $40 
Man of War $36 


Opration Crusader $39 
Opration Overlord $36 


Panzer General $39 
Red Sky Morning $36 
Seventh Fleet $36 


Sid Meir’s Civil War $58 
Stalingrad Campaign $29 


Steel Panthers $42 
Tac Ops WIN $40 
The Pure Wargame $29 
Third Reich $34 
Tigers on the Prowl $42 
To The Rhine $29 
USS Ticonderoga $34 
WW 2: 1939-1945 $40 


Wargame Cnstruct 3 $42 
OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO $4 per order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders may require addi- 
tional shipping charges.Visa, MC and Discover accepted. Checks held 4 weeks. Money orders under $200 same as cash. COD $8. Defectives replaced with same product. Most items shipped 
same day. Shipping times may vary. Price/availability may change. All sales final. Call for details. 


SPEND $100 
A.T.P. 3.5, Challenge of 
5 Realms 3.5, DRAGON 
Force 3.5/5.25, ESPN 
Sports Shorts CD, Flight 
Sim Toolkit 3.5, MacArthur's 
War 3.5, Megatraveller 


Zhodani 
Cruiser 


5,25. 
CD, Railroad 


Net 


Tycoon 3.5, Return of 


the Phantom 3.5 


SPEND $160 
Alone in the Dark 3.5, 
Battles of Destiny 3.5, 
Links Pro 386 3.5, F15 
Strike Eagle 2 3.5, 
Precision Approach 3.5, 
Sail Simulator 3.5, Silent 
Service 2 3.5, Simon the 
Sorcerer 3.5, Star Trek 


Judgement 


Rites 3.5, 


Ultima Underworld 2 3.5 


7th Guest 2 $16 
Aces of the Deep =$16 
Across the Rhine $16 
Aircombat Pacific $16 
Arena $16 
Bioforge O17 
Colonization $16 
Dark Forces $16 
Dragon Lore $16 
Dungeon Master 2 $16 
Fleet Defender $16 
Jagged Alliance $16 
Master of Magic $16 
Mechwarrior 2 $16 
Ravenloft 2 $12 
Space Quest 6 $16 
Star Trek TNG: Unty $16 
Tie Fighter $16 
Wing Commander 3 $19 
X-Com 2 $16 
X-Wing $16 
Yserbius $12 
7th Guest $52 
Axis & Allies $44 
Creature Shock $44 
Disc World $36 
Kingdom: Far Reach $44 
Lost Eden $45 
Microcosm $44 
Myst $44 
Voyeur 2 $52 
Who Shot John Rock $45 
Zelda’s Adventure $44 
7th Guest 2 $54 
Blade Force $52 
BrainDead 13 $52 
Creature Shock $52 
Deadalus Encount $64 
Doom $52 
Dragons Lore 2 $52 
Drug Wars $52 
Flying Nightmares $52 
Killing Time $52 
NHL Hockey ‘96 $52 
PO’ed $52 
Primal Rage $49 
Rock & Roll Racing $48 
Top Gun $54 
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‘Sad 
Nm 


Defend the 
Island of 
Char from 
the witches 
and 
demons of 


Witchaven. 


Average Score 


78 


Cool weapons and goofy-looking demons make a tasty visual spectacle. 


player input. 


Capstone 

501 Brickell Key Drive 
Sixth Floor 

Miami, Florida 33131 
Phone (305) 373-7700 


Capstone 


486/33, DOS 5.0, 


SMB RAM, 2x CD-ROM 


Mouse, Joystick or 
Keyboard 


1 to 16 Players 


PC and Compatibles 


$54.99 


THE GAME 


The mystical lair of Witchaven rests deep within the volcanic pit of the 
Island of Char. It is here where witches cast their onslaught of evil spells 
that shroud your people in eternal darkness. As the sun sets below the 
horizon for the last time, the demons prepare to feast among the innocent. 
You must apply your wits, spells, weapons and courage in order to defeat 
the demons and their creators. The salvation and survival of your people 
rests solely on you to lift the curse and return your people to the light of 


Originality 
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Visuals 


Frank 


I'm amazed by the number of Doom vari- 
ations we come across here. Some are 
actually worth checking out while most 
aren't even worth the media they’re 
recorded on. Witchaven comes danger- 
ously close to the latter with a poor imi- 
tation of Heretic that plays like 
Bloodwings. The various enemy monster 
animations appear towde graphically out- 
dated, although somewhat amusing. 
One monster in particular bears an 
uncanny resemblance.to Alf on steroids. 
Chopping ip enenay monsters with a 
battle axe Seemed tO relieve Unneces- 
sary stress as well, thanks to the 
mushy-gusAy sound effects. ifits a qual- 
ity D&D Doom clone you seek, check out 
Heretic, and steer clear of Witchaven. 


COMPUTER GAME REVIEW 


4 MB RAM, SVGA, CD-ROM 


ae And you thought the chainsaw from Doom could make a mess! Choose from a wide variety of over- 


sized cutlery and chop up your favorite demons into little pieces while they scream and moan! 
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Visuals 
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Ted 


Bringing Doom-style fighting to the fan- 
tasy genre is nothing new, although 
Witchaven seems to be more of a 
gorefest than anything else. Kill a mon- 
Ster and he doesn't just die; he spins 
around and explodes in a spray of gib- 
bets! It's fun for about the first five mon- 
Sters. The graphics are okay, although 
the monster animations are ‘pretty poor. 
A lot oF thought went into the weapons 
and the manner in whieh they get used, 
but the gameé feels ke wtS running in 
goo. You Want youf Charactemto move 
faster, but he won't, There's also a dis- 
tinctively poor physics »problem: your 
character Aas real trouble slowing 
down, even though he’s not moving all 
that fast to begin with. 


Game controls respond poorly to 


Excessive gore and carnage is Witchaven's greatest attribute. 
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Playahbility 


day. Witchaven is the cutting-edge in 3D fantasy, action adventure gam- 
ing, featuring an exclusively licensed advanced 3D Engine that allows 
players a greater degree of movement and perspective during faced-paced 
game play. Innovative multi-layered maps contain several ingenious puz- 
zles, and players can choose from an assortment of hand-to-hand combat 
weapons and magic spells. Network play supports up to 16 players, and 
modem/serial play for two players. Witches and demons beware! 


Tasos 


Witchaven tries to take evil and blood 
and gore to the next level. It is gory and 
it does have many of the elements of evil 
as weve come to know them. Take a 
look at the screen shot on this page. 
Looks like a pretty tasty game, doesn’t 
it? The problem is the game looks much 
better standing still than it does animat- 
ed. When the monsters move, they look 
like stop-aetion animation gone bad, like 
there's a lot Of frames missing. Worse 
yet, they are very slow, When you kill 
one, they do a little pirouette before 
falling to fe ground. The spin takes so 
long, at first you dont Know if It’s dead, 
SO you keep hacking. This game is con- 
ceptually good, but got lost somewhere 
in the production. 


start] Playing! 


ro. 


Start having fun on Windows” 95 with Pitfall: The Mayan Adventure — 
13 thrilling levels, fantastic side-scrolling gameplay, stunning animation 
and a truly incredible soundtrack. 

Because the best reason to upgrade to Windows” 95 is.. .playing! 
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Beware the slicing claws of the Jaguar Man! 


ACTIVISION. For Windows 95 


Now Available for Windows 95 


Swing by and win @ http://www.activision.com 


ACTIVISION. 


Also available for SNES, Sega Genesis and Sega CD. 


The original PITFALL! — Hidden in the game! Grab a vine but don't look down! 


PITFALL! and Activision are registered trademarks and Pitfall: The Mayan Adventure is a trademark of Activision, inc. Microsoft and Windows are registered trademarks of Microsoft Corporation. All rights reserved. 


Organize 
your party 
of warriors 

and save 


Aden from 


Mindscape 

60 Leveroni Court 
Novato, CA 94949 
Phone: (415) 883-3000 
Fax: (415) 883-0298 


486/50, DOS 5, 
8 MB RAM, 2xCD-ROM 
the 
Nocturnals + 986/66, 4xcb-Rom 
Mouse or Keyboard 
One Player 
Average Score PC and compatibles 
$0 He 


past. 


THE GAME 
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A fiery cataclysmic anomaly known as the Darkfall has eclipsed the sun, 
bringing life to thousands of evil creatures called Nocturnals who threaten 
the peaceful world of Aden. These Nocturnals have disengaged the magi- 
cal shield at Skellon’s Pass, the only protective barrier preventing the 
Nocturnals from infiltrating the Northlands. It is up to you and your party 
of knights from the Radiant Order to retake Skellon’s Pass and reactivate 
the magical shield. Thunderscape is the first SSI computer game to be set 
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Frank 


SSI lovers may lavish the concept of a 
role-playing adventure game that utilizes 
turn-based combat sequences within a 
real-time environment. However, | found 
the turn-based combat sequences to be 
extremely dull, especially since | expect- 
ed real-time battle in a real-time environ- 
ment. The character statistics and inven- 
tory management controls were up to 
SSI’s standards, allowing me to create 
my own parties. Thunderscape’s VGA 
graphics were less than impressive, and 
| was surprised to see that SS! recom- 
mended a quad-Speed CD-ROM drive 
for this technologically outdated pro- 
gram. The ©D voiceovers were a bit 
obnoxious, but still entertaining nonethe- 
less. This one’s for SSI lovers only. 


COMPUTER GAME REVIEW 


Strategic Simulations, Inc. 


heres's Inst order was : 


od Turn-based combat sequences alter the pace of this real-time role-playing adventure game. 
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Visuals 


An extensive character database allows you to customize your own players. 


for DOS 5.0 or later. 


Ted 


Based on SSl’s recent performance in 
the realm of RPGs, | wasn’t expecting a 
whole lot out of this game. As it turns 
Out, it's quite a bit better than | expect- 
ed. The interface is a bit confusing at 
first, and creating your own party is 
hardly worth the effort. The graphics are 
pretty insubstantial, and the sound can 
occasionally Be. quite’ irritating (the 
Mantis Warriors in particular). The 
music '§ completely out of place; fortu- 
nately, you Can turn it down to a less 
obtrusive level. The real-time 3D engine 
for exploration is a lot more interesting 
than the Old: Square-bDased Might and 
Magic stuff; a graphics upgrade would 
be appreciated, since they are so 
incredibly low-res. 


VGA graphics are a thing of the 
Another fine attempt to combine turn-based combat with a real-time gaming environment. 
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in the new fantasy realm, the World of Aden. Create your own party of 
characters to explore more than 20 dangerous levels that are sure to test 
the heroism of your warriors. Turn-based combat allows you to choose 
from an assortment of different attacks, stealth maneuvers, spells and per- 
suasive conversations. Thunderscape features mind-menacing puzzles, 
deadly traps, 256-color VGA graphics and CD-quality speech and sound 


Tasos 

| thought Thunderscape was going to be 
just another SSI RPG with the same old 
interface and game engine that has gone 
virtually unchanged for quite some time. 
| was partly right. The interface is a little 
different, better in some ways, worse in 
others. The way combat is performed is 
probably the biggest improvement to the 
game pla¥. Sino long@y a test of your 
mouse Speed, YOu aSsign’6ach member 
an action for that melee tufn: attack in 
one of fOUF OFTIVE differeftiwavs, defend, 
Cast a Spell” te, This Makes) fighting 
much more interesting. The fully 3D 
graphi€S engine gives you much more 
freedon’t0 explore fora greater feeling 
of adventure. This is one of the better 
RPGs from SSI in a while. 


Billy Mather 
Supreme Warrior of the Cyber Skies 


* Blast away with 
perfectly positioned, 
non-slip buttons. 


-* Welcome to the grip 
that really grips. 


* This extra-weighted 
base is going nowhere. 


¢/5-pin connector pops straight 
into any PC or works with 
any game card. 


¢ This cable is way 
wicked long. 


° | yr. warranty 
from the world leader 
in cursor control. 


@O- 
™ "it -* 
WINGMAN” EXTREME. LOGITECH 


ice of mondo butt-kickers everywhere. 


15-0000 Document 4000 for WingMan, Products 
NOPE information call: 1-800-936-0012. people love” 


44 TMQ) ~ trademarks are the property of their respective owners. 
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Available on three CD-ROMs 


or the War 


 BEttheriald 98 


a r 


il 
Vi Sit MicroProse Software, Inc. 
‘ 180 Lakefront Drive 
different Hunt Valley, MD 21030 
Phone (410) 771-1151 
eras to , 
MPS Labs 
look for | 
C / ues Or 486/33, DOS 5.0, 4 MB 


RAM, SVGA, 2xCD-ROM 


perish in 


incinee~~ _Task Force Diamond |) 
the future. | orm 
Mouse or Keyboard 
One Player 
PC and compatibles 
Average Score : 
$49.95 , . ; . : ’ : 
The combat interface in Across the Rhine combines a tactical map, a zoom map, a command display 


UL 


Advancement in rank gives you a goal to shoot for. Unhelpful manual despite its size. 
to play this game may take longer than the actual conflict it is based on. 


THE GAME 


SELES TELLERS SS PERLE ORCL AAS CAP SLE AER POP ROPER AE ASTOR CASEASESSESRASLSAMDEAELARARDEA TROL ES AEEESSI EC OSE LOR RHCE Ss MPRA TERN EE RAN EEEAREG PASS ROR C KES ORAPREOSKC CORE SRERDERUES OEN ERA ONES 0 dSS Caled CNUs Obs MON ROSee es Sau EamER es 6Ne RRR ECLeKS Okeaaewin ceases 


and a first-person perspective tank commander display. 


|: Learning 


Across the Rhine begins well after the invasion at the beaches of 
Normandy but before the Battle of the Bulge. You can play the game as a 
platoon, company or battalion commander on either the U.S. or German 
side. ATR comes with 16 pre-designed scenarios, as well as a scenario 
builder and editor. Not happy with the force positions at the start of the 
Battle of the Bulge? Change ‘em! Revisionist history was a big part of 
Russian culture; now you can make it part of our culture, as well! The 


Ted 


-<<Urk!>>- -choke- <gasp!> Pardon my 792 
6 dry heaves. | commend the designers 10 
for their ideas as to interface and ease 
of play, but it would have been nice if wh 
they had bothered to build either one U2 


interface is an unusual one, presenting the player with tactical and zoom 
maps in addition to a first-person perspective view for those times when 
you absolutely feel the need to take on the enemy yourself. You can view 
any tank in your unit from a first-person perspective, but remember: only 
your viewpoint changes, not the tank you’re actually riding in. If your 
tank gets blown up, you will die along with it. Control is handled via a 
vast keyboard and mouse interface. 


Tasos 


Just from picking up the heavy box you 
should realize that this is not going to be 
an easy game to learn to play. Two man- 
uals make up the weight, and you're 
going to need to spend some time with 


Frank 


FT, Across the Rhine has combined a pow- 
i,m erful strategic tank simulation game with 
Originality 20 extensive, historically accurate WWII 
pum Clatabase, complete with a builder for 
i) custom scenarios. Managing my tank 


Originality Originality 


(—y) 
oa 


vides an impressive tank simulator that 
will certainly appease strategy sim fans. 


COMPUTER GAME REVIEW 


went into Across the Rhine, you’d be 
wise to avoid this game. 


Playability § P!atoons was pretty Straightforward, Playability ¢!!. Despite all attempts, | couldn't get pjayability them, which you should be able to do 
me allowing me to commandeer an individ- my CH Products Flightstick Pro or ps during the long load times (SmartDrive a 
88 ual tank or an entire battalion via mouse 82 Microsoft Sidewinder 3D Pro to work ri/4)  must). This interface is anything but intu- 

‘ interface The SD, graphieS duking tank . with thisygameNat all@ven though the ' itive, andythere Seno easy Wayyaround it. 
Sieve combat looked Oy de Sire from as game wee lists the CHPFP bone of aiahin There’s also No Way to ove ar game, 
85 jerky animation. Loading sc@marios and 88 its default joystick configurations. Also, 99 SO you fé Basically in forthe duration of a 
mam screen transitions also td6k excessively mai perhaps the’ manual or the readme file mam battle. It makes a sincere attempt at 
Audio long, even On @ Pentiur with a quad- Audio could have mentioned how much faster Audio being educational, but it is often incon- 
Ol speed GD-ROM, | did.appreciate the dig- 9? this game runs with SmartDrive loaded. aT) sistent. For example, at the start of a 
hail itized Speeeh which spoke in both a If these sorts Of oversighis are indica- nian campaign, there is a nicely rendered 
Manual English and German. Overall, ATR pro- Manual tive of the level of foxhole thinking that Manual map and a small news clip that tells of 


events leading up to the battle, except 
it's too small to really learn anything. 
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DESIGNER RONIZS :7] 


ER BOD-. 
IES’ 20, 
girls in one, 
and if you. 
can discov- 

er what | 
she likes to | 
wear, you'll | 
see and 
hear more | 
of each 
one of 
these three | 


| beautiful women. Over 75 screens and 3 girls, 
| each screen is a different special effect, a high | 
quality digital painting. There are 6 short anima- | 


IBM INTERACTIVE 


Adv Seymore Btts 2$49 
CD Brothel $28 
Cheep & Dirty $19 
Club Cyberlesque $29 
Come Play w/ Me $36 
County Line $44 
Cyber Strip Blk Jck $49 
Cyber Strip Poker $49 
Cyber-Peep IA $19 
Cyber-PeepIA2 $25 
Daily Teasers $32 
Designer Bodies $39 
Desktop Mistress $49 
Digital Dancing $32 
Dirty Debutantes 2 $39 
Diva- $49 
Dream Girl $28 
Dream Machine 2 $49 
Electric Swing $39 
Fantasies |-active $35 
Fox Pack $37 
Girlfriend Maria $39 
Girlfriend Speech $19 
Girlfriend Suzie $44 


Girlfriend Teri $46 
Girlfriend Tracy $44 
Hot Slots $37 


Internat’! Strip Poker $22 
Ladies Club Poker $26 
Lust Connection $39 
Maddams Family $39 
Max $49 
Midnight Stranger $45 
Mind Teazzer 2 $32 
Mustang Interactive $42 


Nasty Parts $42 
Net Erotique $39 
Neurodancer $39 
Neuropak $54 


Nightwatch IA 3 $49 
Paradise Club $19 
Penetration $24 
Penthouse 3or4 ea$59 
Pleasure Zones $33 
Poker Party $45 
Room For Rent $42 
Scissors N’ Stone $29 
Secrets Interactive $35 
See Some 3 Some $39 
Sorority House $34 
Space Sirens 2 $39 
Spy Club $49 
Strip Poker Pro $29 
Strip Pot MPEG $36 
Texas Table Dance $39 
Vampire’s Kiss $38 
Velvet Dreams $35 
Virtual Director $49 
Virtual Strip Tease $25 
Virtual Valerie 2 $39 


Virtual Vixens $39 
Virtually Yours2 $49 
WanderLust $44 


Wheel of Fantasy $26 
Winner Takes All $39 


1995 CHIPS & BITS 


_ tions, 1 morph, and 3 live videos. 


CD $36 


‘CYBERSTRIP | 
POKER | 
Although out- 
lawed in some 
sectors of | 
space, these. 
space borne. 
palaces are fre- 
quented by the | 
rich and influen-_ 
tial. As treacher- | 
ous as the jour- 
ney to these sta- 
tions can be, the | 
rewards can be | 
greater than. 
most 


men’s | 
dreams. CD $44 


IBM STILLS 


3D Darling $34 
3D Dream Girls $25 
Adult Palate 2 $27 
All Beauties $24 
Amateur Models $22 
American Girls 2. $29 


American Pie $19 
Asian Hot Pix $19 
Asian Palate $34 


Asian Palate 2 $36 
Asian Pleasures ea $39 
Babe Watch 3D $26 
Biker Babes $29 
Blond Bombshells $29 
Bodacious Beauties$34 
Captured Elegance $24 
Celebrity Nudes $25 
Danish Fantasies $39 


Domin-A-Trix $19 
Erotic Fantasies $26 
Erotic Giant $24 
European Erotica $29 
Eurotica $19 
Exotic Poses $22 
Extreme Delight $28 
Femme Fatale $33 


Garo Collection $24 
Girls of JS Hicks $34 
Girls of Risque $26 
Girls of Spice 2 $24 
Girls of Vivid 1 $29 
Girls of Vivid 2 $19 
Hard Core GIF’s $29 
Heavenly Bodies 1 $29 
Heavenly Bodies 2 $39 
High Volume Nudes$28 
Hooter Heavens $36 
Hot Girls $24 
Hot Pix $24 
Internat'l Beauties $24 
Jigsaw Pinups $20 
Lady in Spain $29 
Massive Mellons $29 
Northern Delights $32 
Nova Collection $26 
Nova Collection 2 $24 


Ona Zee $34 
Oral Fixation $32 
Oriental 1,2,3 each$16 
Overexposed $39 
Public Fantasies $29 
Select A Pet $29 
Shaved Pink $25 
Sizzle $26 


Southern Beauties $34 
Stripping Hot Girls $24 
Super Smutware $26 
Sweet Cheeks $26 
Sweet Dreams $29 
T &Ato the Max $16 
Tabloid Beauties $28 
Tokyo Glamour Gris$29 
Total Fantasy $24 
Women of Moscow $34 
Women of Venus $22 


| tion run wild as these bikini clad babes show you 
| more than just their hot dog buns. The fully interac- 
| tive video scenes and high quality images will 
| steam your dogs to perfection. 


GIRLS OF - 
FLORIDA’ 
Park the | 
car, grab. 
your wallet | 
and step 
up to the | 
cart! Its 
lunch time 
or is it fan- 
tasy time? 
Let your 
imagina- 


CD $24 
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PIRE'S| 
KISS’| 
Journey | 
through. 
the corri- | 
dors of the | 
vampire's | 
ancient vir- 
tual 3-D> 
castle. As- 
tounding | 
interactive 

graphics 


| that leads to the vampire's private chamber. Your 
| actions determine the outcome, but beware of 


_ things that go bump in the night! 


: | 
allow you to search for the secret passageway 
{ 


CO Ss | 


iBM MOTION 


A Little Irresistable $24 
A Woman's Touch $26 
Above the Knee $24 
Adult Almanac $49 
Adult Superstars $26 
Advntr of Mikki Finn $39 
Adv of Snatchman $39 
All Night Long $24 
Always $39 
Amateur Allstars $26 
Amateur Models 3 $25 
American Blond $24 
American Built $24 
American Swthearts $25 
American Swingers $26 
Amorous Asian Girls $29 
Animation Temptress $28 
Ashlyn Gere 2 $24 


Asian Heat $24 
Asian Ladies 1 or 2 $39 
Babe Patrol $24 


Babes Illustrated 2 $25 
Baby’s Got Butt $32 
Bachelor Party 1or 2 $24 
Bachelorette Party $22 
Back Door Lambada$24 
Bad Company $24 
Bad Girls $24 
Bambi & Friends $29 
Best of Blonds $26 


Best of Vivid $24 
Betrayal $27 
Beyond Explicit $28 
Bikini Beach $44 
Blind Spot $24 
Blond Fever $36 
Blond Justice $25 
Blondage $24 
Bobbit Uncut $32 


BodyCello Six Pck $49 
Bonnie & Clyde $26 


Breaking It $26 
Bubble Butts $24 
Busen Extra 1 or 2 $28 
Busting Out $39 
Butt Of Course $26 
Collectables $26 
Cafe Flesh $24 


California Calendar $29 
Camp DoubleD $29 
Candy Snacker $24 
Candy Stripers $29 
Cat and Mouse $39 
Channel Blonds $26 
Collectables $24 
Condo Cuties $28 
Curse of Catwoman $24 
Dangerous Blondes $29 
Danish Girls Exl 1 $25 
Danish Girls Only 1 $25 


Day Dreams $25 
Days Gone Bi $25 
Deception $24 


Depraved Fantasies$25 
Desert Passion $25 


ISM MOTION 


Digital Seduction $34 


Dinner Party $39 
Dirty Debutantes $24 
Dirty Duo $22 
Dirty Laundry $35 


Dirty Little Cartoons $29 
Doors of Passion 2 $27 
Double Down $24 
Dripping w/ Desire $32 
Elements of Desire $34 
Endangered $29 
Endlessly $24 
Erotic Dreams 1 or 2$32 
Erotic Encounters $22 


Evil Woman $24 
Exposure $24 
Fantasies 2 $26 
Fantasy Afterdark $28 
Fantasy $24 
Film Club Seychelles$32 
Forever $26 
Freak Club $26 
From China w/ Love$24 
Future Kink $24 


Ginger Unlimited $25 
Girlfriends V. 1 $24 
Girls of Mardi Gras $39 
Girls of Pleasure $26 
Girls on Sunset Strip $34 
Graduation FF.U. $39 
Group Therapy $39 
Heidi’s Girls: X Vime$28 
Hidden Agenda $39 
Hidden Obsessions $25 
H-wood Biker Chicks $39 


Hot Shorts $26 
Hot Stuff $28 
House of Dreams $24 
House of Pain $24 
Ice Woman $24 


If Looks Could Thrill $24 
Immortal Desires $25 


Indiscretion $36 
Insatiable $24 
Justine $39 
Kama Sutra $38 
Ladies Club Pool $25 
Lap of Luxury $25 
Legend 4 $25 
Lethal Passion $26 
Love Bites $26 
Main Street USA $26 
Mark of Zara $38 
Mask $25 
Mata Hari $28 


Maximum Moments $34 
Mind Shadows $24 
Model Wife $24 
Model's Memoirs $22 
Mom on the Make $26 
Morphing Babes 1 $32 
Murphy's Brown = $24 
My First Time $24 
Mystique of Orient 2 $24 
Naughty But Nice $29 


See ta 
blooded 


‘VIRTUAL 
VALERIE | 
> ire 
queen of 
cybersex is | 
Back i 
Virtual. 
Valerie 2 is 
the ultimate 
in cyberoti- 
ca and the | 
embodi- | 
ment of | 
every red- 


technophile’s deepest desires! Sophisticated 
3-D modeling, tantalizing animation, erotic sound 
effects, and a sizzling music score combine to create 


a mind blowing sextravaganza! 


| 


CD $39 


iBM MOTION 


New Lovers $24 
New Machine 6 Pck $42 
Nw Machine 6 Pk 2$44 
Night Creatures $26 


Night Trips 2 $25 
Night at the Drive-in $26 
Novel Desires $33 


One Nine Hundred $33 
Only the Very Best $26 
Oriental Action $26 
Oriental Treatment 3 $28 
Parlor Games $25 
Pleasing Your Lover $25 
Pleasure Dome $28 
Pleasure: E Mts W $28 
Poison $24 
Princess of Persia $34 
Racquelle in t Wild $24 


Rain Women $38 
Secrets 1 or 2 $26 
Seductions $24 


Select a Pet 2 $29 
Seymore Six Pack $39 
Sharon Starlet $24 


Sinful Girls $32 
Sinfully Yours $29 
Sleepwalker $42 


Slippery When Wet $24 
Spring Break Fntasy $32 
Spring Break Girls $32 
Star Bangers1-4 ea $26 
Starware Gift Pack $59 
Steamy Windows $25 
Stocking Stuffers $33 
Streets of NY $24 
Suite 18 $24 
Super Model #1 $24 
Spr Models Go Wild $39 
Swap 2 $24 
Swingers Worldwide $34 
Take Me Hard $32 


Taking It Off $25 
Target of Seduction $26 
Temptation $28 
The Coven $25 


The Fshrman’s Wife$38 
The Last Girl Scout $26 
The Private Collect $48 
Tokyo Nightlife $59 
Topless Dancer $29 
Touch Me, Feel Me $29 
Tracy | Love You $24 
Ultimate Teasers $26 
Urotsukidoji Collect $49 
Vagablonde $24 
Visions of Erotica $29 
Voice inmy Bed $24 
Wager of Love $25 
Wanda 2 $24 
Weekend at Ernies $26 
Wet Dreams 1 or 2 $26 
Wicked Whispers $29 
Wide Open Spaces $24 
Wild Innocence $26 
Woman to Woman $24 


"SPA C E! 
SIRENS 2: 
MEGABABES | 
FROM AJIA’. 
You’ | 
encountered | 
the Space | 
Sirens = and 
lived to tell the | 
tale. Now face 
the new chal-. 
lenge, a dead- 
lier form of) 
alien. Gor- 
geous women 
and Touch and 
Feel User Inter- 


| SME face. CD$39 


3DO0O ADULT 


Blond Justice $29 
Channel Blonde $29 
Death Mask $49 
Endlessly $29 
Hot Ro-x $29 


Immortal Desire $29 
Intimate Journey $29 


Love Bites $29 
Mind Teazzer 2 $29 
Neurodancer $39 
Passion Files $36 


Pleasure Zones $29 
Super Model Go Wid$29 


Takin’ It Off! $29 
The Coven $29 
Voices in My Bed $29 
Wanderlust $39 


Winner Takes All $29 
CDI ADULT 


Above the Knee $26 
Affairs of the Heart $26 
Amateurs in Action 3 $25 
American Blond $26 
An-| Asian 2 $25 
Angel of Passion $29 
Bad Company $26 
Blind Spot $26 
Burgundy Blues $25 
Burning Secrets $25 
Casting Call 2 $36 
Channel Blonde $26 


Day Dreams $25 
Dirty Looks $26 
Dirty Western 2 $25 
Endlessly $26 
Exposure $26 
Fantasies $29 
Flesh for Fantasy $25 
Hardcore $26 


lf Looks Could Thrill$26 
Intimate Journey $26 


Justine $36 
Killer Instinct $26 
More than Handful 5$25 
Novel Desires $29 
Parlor Games $26 
Pink Lady Detective$25 
Poison $26 
Pretending $25 
Puttng It all Behind 2 $25 
Shame $26 
Steal This Heart $36 
Stiletto $26 
Suite 18 $26 
Shame $26 
Super Model $26 
Swindle $29 


Taboo 12 0r13 ea$25 
Target of Seduction $29 


The Coven $26 
Things Change $36 
Vagablonde $26 


Wicked Whispers $25 
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800-699-4263 


Virtually Sick 


Dizziness? Nausea? Light-headedness? Sounds like the flu to me... 


irtual reality is starting to 
hit the home PC market at 
a somewhat affordable 
level, and with it comes a 
whole slew of unclassified 
military documents and past research 
that play up a “new” disease. This illness 
has been dubbed “VR sickness,” and it 
sports a host of odd symptoms. With the 
media latching on to this with all the 
sanity of a pit bull in a playpen, I 
thought it might be a good idea to give 
you a few of the facts and let you decide 
for yourself. 

A small percentage (~5%) of headset 
users has exhibited one or more of the 
following symptoms: dizziness, fatigue, 
double vision, nausea, epileptiform 
seizures or eye strain. So far, it sounds 
like either overtiredness or the flu. 
Some less credible articles have stated 
that users sometimes experience flash- 
backs like those brought on by pro- 
longed LSD usage. I’m more than a bit 
skeptical about this last bit; perhaps 
the people who exhibited this symptom 
were actually experiencing flashbacks 
brought on by prolonged LSD usage. I 
don’t know their drug histories, so I 
can’t say, and the military medical 
articles I’ve read don’t mention it. 


The military has long known of these oe Stick out your tongue and say, “aah”: There is no way of 


knowing if you’ll experience simulator sickness until you 


ills, as well they should, since they’re 
the ones who have had the most expo- 
sure to VR headsets. In particular, 
some aircrew have complained about 
these symptoms. Since both the Air Force 
and I are in complete agreement that a 
wrecked jet and dead crewmen are a bad 
thing (not to mention a colossal waste of 
tax money), they put into practice a rule 
that aircrew would be grounded for at 
least 12 hours following VR experiences. 
In any event, every article states that 
the headset is in no way the cause of 
these symptoms, it is merely a trigger. 


Why? No one seems to be absolutely sure, 
except in the case of nausea. This is 
directly attributable to motion sickness, 
where your eyes tell you that you’re going 
like a bat out of hell and your inner ear 
tells you that you’re planted firmly on 
your backside. Steve Honeywell has this 
problem with head-mounted displays 
(HMDs), but he understands why and 
simply stays away from them. As for the 
rest of the symptoms, a whole lot of 
research has been done by the armed 
forces, and still no one can say for certain 
why one person will get “VR sickness” 


give VR headsets a try. 


while another won’t. However, let me just 
point out that many of these symptoms 
can also be brought on simply by staring 
at a computer screen for hours on end. 
Kevin Perry, former reviewer and current 
Webmaster, can’t play Castle Wolfenstein 
3D because it makes him nauseous, but 
Doom affects him not at all. Again, he 
understands why this is (it has to do with 
the bobbing action of the gun in Doom, 
which was not present in CW3D), and he 


steers clear of Wolfenstein. I appear to be 
one of the lucky ones; I sat down with 
both Forte’s VFX1 and Virtual i/O’s i- 
Glasses for many hours at a time; I 
appear to have no problem adjusting 
from reality to VR and back again in a 
short period of time. 

However, it would be foolish of me to 
say that there are no dangers. The couple 
of thousand pages I’ve read thus far on 
this subject clearly spell out that some 
people have a problem with simulator 
sickness. And until it is clearly under- 
stood, you should take precautions 
against it. If you buy a HMD, try it 
out for short periods of time at first. If 
you start having problems, you may 
want to return it. If you don’t have 
problems with it, try it for longer peri- 
ods of time. You’ll have to discover 
your comfort zone for yourself. Mine 
seems to hover around two hours 
before I feel that my eyes need a rest. 
Oh, and blink often. This helps me, 

_ and is simply good practice whether 
you're wearing a headset or not. 

There are a lot of factors that may 
or may not contribute to this “new” 
illness. The military hasn’t been able 
to narrow down its list of probable 
candidates for VR sickness, even 
though it has tested thousands of peo- 
ple for it. And it has nothing to do 
with immersion or non-immersion, as 
the folks at Virtual i/O would have 
you believe (and fixed-focus eyepieces do 
seem to have a lot to do with eyestrain, 
based on what I’ve read about the 
Comanche helicopter’s headset). But 
nearly all the researchers agree that the 
human eye and the manner in which it 
communicates with the mind are strange 
and wonderful creations, and that mess- 
ing around with them provides hours of 
endless amusement. 

- Ted Chapman 
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Get ready for the ultimate multimedia 
experience. Fire up your PC and hang on 
while we deliver some serious high-speed, 
pulse-pounding, white-knuckle performance. 
Introducing the Diamond Multimedia Power 
Kit 7000, packed with some of the best 


hardware and software available in a kit. 


With a screaming fast quad-speed CD-ROM 


drive, mammoth 15 + 15 watt stereo 


speakers, and a killer Wavetable sound 
card with true 16-bit, desk-shattering 
sound. All for a price that will blow you 
away. The Power Kit 7000 delivers high 
quality and performance. Add to that 
22 of the hottest CD-ROM titles and 150 
shareware games, and this baby will take 
you anywhere you want to go. As fast as 
you want to get there. Plus, the Power Kit 
7000 is easy-to-install, and 24-hour 
fax-on-demand and online support services 
are available. So you'll never be left in the 
dust. Contact your local dealer or call 


Diamond at 1-800-4-MULTIMEDIA 
today. Dont play it any other way. 
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Quad-speed CD-ROM drive 

Navetable 16-bit sound card 

5 + 15 watt stereo speakers 
Ergonomic joystick and microphone 
22 Best-selling CD-ROM titles including 
Myst™ Descent™ - Destination Saturn, 
Rebel Assault’ Comptons Interactive 
Encyclopedia™ 1995, Family Doctor’” 
The Internet for Everybody" Chinese 
Cooking for the Family™’ + 150 


shareware games. 


i, 


DIAMOND 


| -800-380-0030 Internet: ATSIC com 
95 Diamond Multimedia 5 ek: 6, Sart tose, CA 95134-1922. A € e the property of their respective holders 
x oftware oe ease are not included. Diamond rest wi ho ut Notice 


Pe om i pies; : 
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A. 
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mieeceni 2  ELEKTEK Triys the good guys! 
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Can you get a better 


MACH V 133 


By Falcon Northwest - 263 South Bayshore Drive. Coos Bay, OR 97420 - Phone (800) 258-6778 : Fax 603) 267- 2575 


Available for: Hardcore gamers everywhere Designed sy: Falcon Northwest 


Oistributed By: Falcon Northwest Price: $4800.00 (approximately) 


Perfection! 


system than the latest from 


Falcon Northwest? 


the top of the page. The hard drive is one of the 


brand new Mode 4 hard drives, with a transfer 
rate of around thirteen megabytes per second 
and an average access time of ten milliseconds. 
EDO RAM represents a five percent to ten per- 
cent speed increase over the fastest existing 


standard PC RAM. While the Mode 4 hard 
drive and EDO RAM help to boost the speed of 
the Mach V 133, the true afterburner is found 


in the eight hese dete: cache. Now then, 
before you rush out to your local Compute-a- 
Rama-land to buy all of this nifty gear, you 


alcon Northwest never ceases 

to please the hardcore gamer. 

No sooner do they have pro- 

duction quantities of Intel’s 

Pentium 133 than they start 

shipping Mach V 133 machines 
out the door. This puppy is a bona fide 
screamer right out of the box, and I’ve 
been looking forward to playing with it 
ever since I started loading the hard 
drive with my favorite games. 

The system we got has some interest- 
ing specifications. Beginning with the 
aforementioned Pentium chip, Falcon 
loaded in 16 megabytes of extended data 
output (EDO) RAM, 256K eight 
nanosecond burst mode cache RAM, a 
1.68 gigabyte Western Digital hard 
drive, a Sound Blaster 16 with an 
attached Roland SCD-10 MIDI daugh- 
tercard, an NEC six speed SCSI CD- 
ROM drive and a Diamond Stealth 64 
Video DRAM video card. The monitor 
that shipped with the system is a non- 
interlaced .27 dot pitch CTX 17” 
1765CD. To round out the peripheral 
componentry, we received a Dexxa 3- 
button mouse, ergonomic keyboard, CH 
Products Flightstick Pro and Sony 
subwoofer/satellite speaker system. 

So how does it run? I’m glad you 
asked. Imagine how your dream 
system would run. This is the wet 
dream version of that system. 
3DBench rates the system’s frame 
rate at 125 frames per second; 
Doom’s -DEVPARM switch, 
which uses a bank of pixels to tell 
you how many frames per second 
your machine is running at, stayed 
locked at one pixel lit. That tells us 
that Doom was running at better 
than 35 frames per second, the 
highest it will register. Needless to 
say, Doom was absolutely smooth 
on the Mach V 133. 

There are several just-released 
items in that specifications list at 


need one last tidbit of info. Not 
just any motherboard or drive 
controller will handle a Mode-4 
drive, and very few mother- 
boards on the market (namely 
the one you’ve got in your PC 
right now) will handle EDO 
RAM and the 8ns cache. 

Falcon Northwest shops around 
for the best motherboard they 
can lay their mitts on (an 
exhaustive battery of tests is 
performed on each type of 
motherboard they examine); the 
one that comes with the Mach 
V 133 is designed to handle all 
of the equipment | just men- 
tioned, and utilizes Intel’s 
Triron chipset for the highest 
compatibility possible. 


Ted’s Take 


The only thing | could manage to find that presented this system 
with frame rate problems was Microsoft's Flight Simulator 5.1. 
But since there's nothing to blow up in FS5, who cares? 
MechWarrior 2 Fi ran fe even in 1024x768 mode, it was still 

os. 640 smooth as silk. 
seemingly high 


Installat 


Durabil 


tY about five to eight F 
r\1\ listings. Also ke 
me; Falcon is 
its best to me juest something 
off-brand, the fe | k you out of it; 
they play the games, too, and know what's going to give you the 
most oomph with the least hassle. I’m heading back into my little 
cocoon now to play some more MW2. Go get your own system. 
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VFX1 Headgear and CyberPuck 


By Forte Technologies - 1057 E. Henrietta Rd. - Rochester, NY 14623 -: Phone (716) 427-8595 - Fax (716) 292-6353 


Available for: PC and compatibles Designed by: Forte Technologies 
Distributed By: Forte Technologies Retail Price: $995.00 


immerse Yourself 


Virtual Reality is about to 
come knocking. Get the 
right stuff. 


orte Technology has finally started 
shipping their VFX1 Headgear 
Virtual Reality System. Initially 
scheduled to ship almost a year ago, 
the production was plagued by poor 
workmanship of the individual com- 
ponents; Paul Travers, president of Forte, 
rejected almost 85 percent of the headset shells 
from the initial shipment. If you’re annoyed at 
how long it took to get the product to the store, 
imagine how much more annoyed you'd be if 
the headset you got fell apart the first time you 
put it on. 
The VFX1 is a fully immersive set. This 
means that all outside optical and aural stimuli 


are blocked; only what your computer transmits oe Forte’s VFX1 is both stylish and comfortable, and comes with the CyberPuck controller and a host of 


to you remains. The other three senses remain, exceptional bonus software. 

although we understand that Forte is looking to 

do something about that, as well. view is 45°, and the apparent size of the screen _ eyes. The headphones were designed by AKG 
Forte formed a strategic alliance with Kopin is 120” (10 feet) at 11 feet. The resolution of of Austria, and feature a frequency response 

Corp almost a year ago. Manufacturers of cut- each of the displays is 789x230 for an overall range of 20Hz to 20kHz. 

ting-edge active matrix liquid crystal displays, pixel count of 181,470. Precision optics allow The CyberPuck controller is included with 


they supply Forte with their latest and greatest ask to set the optimal focus length for your the VFX, and it provides roll and pitch sup- 
display technologies. Currently on 2 se port (though not yaw). It has 
5 5 
Tied’s Take 


the drawing board are plans for a three user-programmable but- 
full VGA LCD and high-res NTSC The VFX1 is a fine-looking safest accoutrement, but how | '2S: and is the first of the addi- 
does it fare otherwise? For the games that offer native support, 


and RGB displays that occupy an tional ACCESS.bus devices 
it's great. The VRMOUSE program that uses the VFX1 and 


inch or less of real estate. that Forte has produced to work 

Obviously, we can expect Forte to i in conjunction with the VFX1. 
’ P Installation CyberPuck to emulate mouse commands, however, is decidedly J 

719 user-unfriendly. srogram’s fault, but, 


stay in the VR game (and probably You will need a VESA fea- 
lead it) well into the future. ture connector on your video 

The VFX1 uses a plug-in board ee rather, the exc board in order to use the VFX]. 
known as a VIP card (VFX1 Various com Although there are a variety of 
Interface Protocol) utilizing throughout the | boards with this connector, 
ACCESS.bus technology. This card Hopefully this wil some boards VFCs aren’t 
is an important part of Forte’s long- of the product VESA standard, among them 

[is than its only ct 
“Glasses. This 
Useful communicate it ather than shovel- 


term strategy, as up to 125 devices ATI's Graphics Ultra Pro 
tr ing its needs through a lasses do. The pic- 
z) 


can be plugged into the board Turbo PCI and Diamond’s 
ture is as crisp as the technology silos, meaning that, while you 


simultaneously. It supports a full Stealth 64 PCI. Some incom- 
360° of yaw (horizontal rotation) patibilities also exist between 
Manual won't get ultra high-res out of it, you can at least get a focused 
and truly stereoscopic image of the game you’re playing. 


aining key principals. 
the technical aspects 
a darn sight better 
, the Virtual i/O i- 
llows the VFX1 to 


and +/-70° of pitch (vertical for- the VFX] and certain VRAM- 
ward/back roll) and roll (vertical type video boards. Contact 
side-to-side roll). Total field of Forte for a complete list. 
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Standard features as of 9/1/95 
Intel Pentium'’” 133 MHz Processor - NEW! 
1O0'% Comp title itt ie p70 ¢ oft yar 


Faicon PCI Bus. Motherboard-- Accepts 75-200 MHz CPU ts 
) jzraphies Accelerator with 1 Megabyte 
Diaigches dads pemabeithent mara 1-800-258-6778 
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F ‘ Oo 4 ‘ ‘ 
(ort bere ducts | aqnistiok fro) & rig 10e60 JuUa (4arM" 


i < ) 


re ¢ 
2 40 39% rie iV ‘ 
4 FAVE esti QGUSG 


VMiso-DOS ” & Windows 


satures! 


lrademarks are the property of their respective owners. 3D Environment courtesy of Visua 


Development. Optional equipment pictured 
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SIDEWINDER 3D PRO 


Microsoft (Microsoft?!) 
redefines the joystick with 


‘innovation and style. 


hoever said that you can’t 
teach an old dog new tricks 
should reconsider their words 
in light of the rather remark- 
able things coming our way 

: from the near vicinity of 

: Redmond, WA. The Sidewinder 3D Pro joy- 

: stick combines several old tricks with an 

: intriguing innovation. That the innovation actu- 
: ally works is almost beside the point. 

: First off, anyone who thinks that a joystick 
: is a joystick is a joystick should have their head 
: examined. The CH Flightstick Pro is about as 

: far removed from the Thrustmaster F-16 FLCS 
: as you can get and still be on the same planet. 

: New joystick designs have been cropping up 

: everywhere, although the field seems to have 

: stagnated somewhat over the last few months. 

: Now Microsoft has entered the fray, and, like 
: their work on Windows 95, it appears that 
they’ ve done their homework. Not only have 

: they implemented both CH Products Flightstick 
: Pro emulation in the Sidewinder, but they’ ve 

: also managed to emulate ThrustMaster's superb 
: FCS design, as well. That 

: they’ve managed to do this with 
: such style is almost...well, inno- 
: vative. The four buttons on the 

: shaft are placed so that you don’t 
: go accidentally hitting them, but 
: they’re easy to find when you 

: need them. The four buttons on 

: the base are for Windows 95 

: use; they'll actually add to the 

: functionality of the stick when 

: you're playing Win 95 games. 
The throttle slider has excellent 

: action; it has just the right 

: amount of tension. The buttons 

: and four-way hat (yes, that’s a 

: four way hat at the top rear of 

: the shaft) are all soft-click: 

: extremely easy to press when 

: you apply pressure, but not so 

: easy that you’ll accidentally 


Ease of Use 


press them. The Sidewinder 3D Pro utilizes 
precision digital-optical tracking, meaning 
you ll experience far less drift then normal joy- 
sticks produce. There is another benefit to this 


type of tracking, as well: it does away with trim 


pots, meaning you won't seas force the 


Ted’s Take 


Plain and simple, non-programmable joysticks don’t get any bet- 
ter than this. The Sidewinder 3D Pro is an absolute joy to use; it 
has the ineffable feel of quality to it, and its digital-optical track- 
ing refuses to fall out of calibration. The soft-click buttons are 

Q 4d to suffer through joysticks 
se. The buttons are 
it you won't hit them 


that can someti 
all well-placed; 
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Available for: PC and compatibles Designed hy: 
Distributed &y. Microsoft — = ~~ — $60.00/$80.00 with MechWarrior 2 


al design innova- 
Ontrol it gives you. 
A this stick; | may 
of CH/Thrustmaster 
ol had my mouth 
y cool; almost every 
eC : 2d up the stick to get a 
closer look at it (It's a faveiteld It's a conversation piece! It's a joy- 
Stick!). Trust me when | say that you won't find a better, more 
innovative joystick on the market today. And what a price! 


By Microsoft - PO Box 4302 - - Hollywood, CA. 90078 - Phone (818) 889-5600 - Fax (818) 889-5682 


Microsoft 


nee The once and future 


joystick: analog 
compatibility with 
an eye on the digital 
edge of Windows 95 
as a gaming plat- 
form. 


joystick out of calibration 
with an errant sweep of 
your hand. The base has a 
wide footprint combined 
with an above average 
weight for good overall 
stability. 

All of this 1s nice so far, 
but not really outside what 
other joysticks from the 
past have offered. What 
the Sidewinder 3D Pro 
brings to the table that sets 
it apart from and ahead of 
all other joysticks are two 
things. Number one: the 
handle rotates around its 
center axis approximately 
15° in both directions with an automatic return- 
to-center, giving you a whole new level of con- 
trol over your games (MechWarrior 2, which is 
being offered in a bundle with the Sidewinder 
3D Pro, uses this third axis for turret twist). 
Using this rotational axis for rudder control in 
flight sims is just one of the ideas 
that immediately springs to mind. 
And, because it was designed by 
Microsoft, the Sidewinder 3D Pro 
will operate in digital communica- 
tion mode with Windows 95, giv- 
ing you unprecedented control 
over both native Windows 95 
games and DOS games run under 
Windows 95. Digital control is far 
superior to analog control, 
because the system reads a digital 
interface about three times as fast 
as an analog interface. And since 
it appears that Windows 95 will 
be the primary platform for games 
in the very near future, 1t makes 
sense to have a joystick that will 
give you optimum performance 
for the present and the future of 
gaming. 


SVGA graphics and a 3D-rendered 
cinematic introduction for a 
heart-pounding experience. 


Powerful “Build” Engine 
exclusively licensed from 3D 
Realms gives players freedom of 
movement, flight and control like 
-.. ho other first person game. 


Fight with hand-to-hand Gothic 
weapons, spells and props in this 
huge multi-layered playing field. 


Visit Capstone Online: America Online (Keyword: 
~. Capstone); Software Creations BBS (508)365-9352; 
_ CompuServe: Game Pub A+ Forum; Web Page: 
http://www.gate.net/~intracor/ 

To Order Call: (305) 373-7700 © (800) INTRACO 

* BBS (305) 374-6872 


Software ©.1995 IntraCorp, Inc. Alll rights regen 
engine liéenseéd fram 3D REALMS ENTERTAI 
The Pinnacle of Entertainment Softwar 


ved. Artwork © 1994 Kene 
NMENT. Wit n, Capstone and 


WAVEFOF 
By Yamaha : 6600 Orangethorpe Avenue : Buena Park, CA 90620. Phone (714) 522-9011 : Fax (714) 228-3913 


CE DB50XG 


ve lease or PC and compatibles 
Distributed By: Yamaha Retail Price: 


$249.00 


Designed by: 
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Yamaha 


Voicing Dissent 


RA? RAS 


Yamaha’s XG standard 


comes to your PC with the 


release of the DBS50XG. 


brief history of MIDI will help you 
to understand what Yamaha’s XG 
sound standard is all about. MIDI 
(Musical Instrument Digital 
Interface) arose in 1983 with all 
the blessings of the music and 
sound industries. It set out to address many of 
the incompatibility problems between various 
makes and models of electronic instruments. It 
led to a number of further incompatibilities as 
synthesizers became the standard instrument 
for musical composition and the need arose to 
play back music files on the instrument other 
than the one used for composing. Since manu- 
facturers tended to use proprietary instrument 
sound mapping, what you programmed in as a 
snare hit might come out on another instrument 
as a bass drum hit. In 1991, General MIDI was 
introduced to address these problems. It is not a 
sound standard; rather, it is a “recommended 
practice.” Anything which is specified as GM- 
compatible must follow a few basic guidelines 
that allow backward compatibility with stan- 
dard MIDI and follow standardiza- 
tion of instrument keying (certain 
instruments must always be found 
at certain memory locations). 
Besides these requirements, any 
GM-compatible device must have 
128 preset instrument sounds and 
24-voice polyphony and 16-way 
multitimbral capability. Got it? At 
the same time, Roland announced 
its GS (General Synthesis) stan- 
dard, which expands on GM and 
provides for onboard effects pro- 
cessing (reverb and chorus) and a 
number of additional voices (called 
“Variation Tones”) beyond the 128 
presets of GM. Currently, GS calls 
for 63 variation tones, for a total of 
191 voices. 

Now stepping up to the plate is a 
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ee Enough voices to choke a pig and all you need is a sound card with a Wave Blaster feature connec- 
tor? Give it a listen for a street price around $200. 


format called XG. It doesn’t really stand for 
anything (the guidebook never gives meaning 
to the designation), but presumably Yamaha 
means to get people to think it means Extended 
General MIDI. XG is being described as a sec- 
ond generation GS that maintains backward 
compatibility with GM. XG features include 
32-voice polyphony, up to 32-way multitimbral 
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‘Teds Take 


My fi frst take upon looking at the documentation and spec manu- 
als for the XG standard was one of, “Wow, great!” But, since | 
don't do music programming for games, | figured it would be best 
to ask some game co ali about this new standard. The 

e d was, “Why?” The over- 
a good set of rules, 
are bypassing MIDI alto- 
sion.the game CDs (SSI’s 
judio CDs while the 
Idn't count on this 
ywever, for those of 
Kay, although | think 
of quality of Roland's 
The clips | was sent was per- 
fectly awful, being more > reminiscent of Yamaha's past work in 
FM synthesis than a genuine attempt at instrument sampling in 


question that each.of tr 
all take was this 
although more and 
gether by simply puttir 


standard being the ne 
i who are intereste 


MIDI format. I'll give this one a miss. 


m1ix-and-match percussive sets), support for 
thousands (!) of voices using a rather interest- 
ing method of banking (128 banks containing 
128 voices each; bank O contains the GM pre- 
sets), real-time external audio input, and sup- 
port for at least three onboard effects. 

The WaveForce DB50XG then, should be a 
tour de force. This version of the board “only” 


pexieantts the specification out to 676 voices and 


21 drum kits; a full version of 
the daughterboard will hit the 
retail shelves later, probably at 
a higher price. Don’t expect it 
to make Doom sound any dif- 
ferent from any other GM 
board; Doom wasn’t created 
using the XG standard. The real 
question is, how widely will 
this new standard be accepted”? 
General MIDI was very widely 
accepted because there was a 
very real need for some level of 
standardization. Also, General 
MIDI was a quantum leap 
beyond FM synthesis as far as 
musical production was con- 
cerned. Only time will tell 
whether the XG standard will 
be taken up by the industry. 


“Bandit at three 0-clock!” 


You shout fo your wing man as the 
MiG slashes through the air. 

Instinctively, you grab the 
THRUSTMASTER F-16 FLCS stick, 
punch the afterburner and take your 
Falcon into battle. 


G-forces rip at your body as you 
tear through the sky in pursuit. 


Adrenaline causes your hand to 
tremble as you work the fully 


programmable hat switches 
and buttons. 


THE REALITY SPECIALISTS 


Instantly, track your enemy an 
choose the weapon of his desiruction. 
You pull hard right and fall in on 
his six. “I have a lock!” Squeezing 


the two stage trigger, a Sidewinder 
slices through the air - to the kill. 


THRUSTMASTER F-16 FLCS 
+ Unlimited Programmability 


+ Unparalleled Performance 
« Uncompromising Reality 


THRUSTMASTER’ 


10150 SW NIMBUS AVENUE PORTLAND, OR 97223 - 4337 PHONE (503) 639 - 3200 FAX (503) 620 - 8094 
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Boys of Summer 


Bill James Electronic Baseball Encyclopedia Is A Must Have. 


his is one of the 
best electronic sta- 
tistical encyclope- 
dias | have yet 
encountered during 
this CD-ROM explosion. While 
there have been some excellent 
databases, Bill James Electronic 
Baseball Encyclopedia from Miller 
Associates is not only stuffed with 
every conceivable baseball statistic 
and the players who generated 
those stats, but it also gives the 
user a powerful search and 
retrieval engine that is sure to 
excite baseball enthusiasts like no 
other baseball product of any 
kind. There is so much in this 
product it’s hard to begin, but 
yet that’s part of the beauty of 
this encyclopedia—whether 
you're a part-time fan or a 
baseball fanatic, it has multi- 
ple uses and multiple meth- 
ods to search. First here’s 
what you have at your com- 
puter fingertips. 

You'll be able to browse 
and sort in a variety of ways 
the complete career statistics 
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Max George Carey (b. Maximilian Carnartus) 
b. 1/11/1898, Terre Haute, indiana d. S301976, Miami Fin-++- , 
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for all 13,964 major league players. 
Find all the official stats plus all the 
modern stats from SABR (Society 
for American Baseball Research) 
experts like Bill James. See offen- 
Sive, defensive and pitching reports 
for each player. Then show whole 
career statistics in one report. Sort 
defensive stats by position. Select 
leader boards (10 million of them) 
by age, awards, honors and by 
player, team, divisions and 
leagues. There are season high- 
lights for every year since 1901 
with post-season highlights, special 
playoffs, Championship and World 
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January 11, 1890, Terre Haute, Indiana 
May 39, 1976, Mian, Florida 
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Primary Position OF 


Bats Switch 
Throws Right 


AWARDS AND HONORS 


record for outfielders. Carey's: 
amazing speed and range in the outfield allowed him to 
lead in most fielding chances per game seven times He 
holds the WL outfielders’ record for double plavs with 
mo 
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series details and off-the-field high- 
lights with rule changes and unusu- 
al occurrences. All this is just the 
tip of the statistical iceberg you can 
find and do in Bill James Electronic 
Baseball Encyclopedia. 

One of the unique options Is the 
ability to chart your criteria. That's 
a simple statement but for a com- 
puter program that is quite difficult, 
but Miller Associates have pulled it 
off. So, say you want to compare 
Barry Bonds’ last two years with his 
previous two years the program will 
compile all the data and then ana- 
lyze it for you. Then if you want you 
can have the analysis represented 
in statistical charts. The charts are 
handsome, easy to read and 
remarkably detailed. The number of 
options you have to sort and pre- 
sent criteria makes for a lot fun in 
compiling your own lists. 

For those fans who think about 
this past season and what it might 
have been can use this CD-ROM to 
compare seasonally adjusted stats 
and extrapolate them using past 


seasonal figures to see what Jose 
Canseco’s year would have been 
without the strike. Another excep- 
tional feature is the ability to import 
any player or team in history from 
the Encyclopedia for any year and 
that team can take to the field in 
Baseball for Windows 3.0. Miller 
Associates calls this a “Fantasy 
Link” and for baseball fans it is truly 
an ability that has unlimited game 
play potential. 

Bill James Electronic Baseball 
Encyclopedia crushes a CD-ROM 
grand slam. 

- Steven Greenlee 


REQUIREMENTS 


386+, 4 MB Ram, VGA, 
CD-ROM drive, Windows 3.x 


AVAILABLE FOR: MPC or Compatibles 
_ DESIGNED BY: Miller Associates 


DISTRIBUTED BY: Miller Associates 
11 Burtis Ave., Ste. 200 
Canaan, CT 06840 


PHONE: 1-800-645-5472 
STREET PRICE: $44.95 
REQUIRES: N/A 


You are the prosecutor on a shocking murder case. 
Some artists die for their art. James Tobin killed... 
or did he? As San Francisco’s D.A., you must prove he 

did, in what has become the most sensational murder case to hit the Bay Area 

in years. Every reluctant witness and shred of evidence is required to paint a 


homicidal portrait as chilling and surreal as one of Tobin’s own paintings. 


Call your first witness, Counselor. Can you prove murder... In The 1st Degree?™ 


Available for Windows® and Macintosh® on CD-ROM at your local retailer. 
Or call Broderbund Software-Direct at 1-800-521-6263. Refer to code 713. 


In The 1st Degree is a trademark of Broderbund Software, Inc. ©Copyright 1995. All rights reserved. Broderbund is a registered trademark 
of Braderbund Software, Inc. All other company/product names are trademarks or registered trademarks of their respective holders. 
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Fly Fishing: 
Great Rivers 
of the West 


There was a time when fly fishing 
was about as obscure a sport as 
you could get. We novices would 
gawk in amazement at how fly fish- 
ers would lead out what looked to 
be miles of fishing line and then 
with uncanny precision lay the fly 


down into the water. | still can’t fly 
fish, but this latest offering from IVI 
Publishing gets me as close as it 
gets without getting wet. Fly 
Fishing: Great Rivers of the West is 
a beautiful product with spectacular 
photos and clear video of six fly 
fishing rivers of the western U.S. 
This is more than just a pretty 
tourist CD-ROM. Fly fishers will find 
themselves wading into hip-deep 
layers of information. The very 
attractive feature of Great Rivers is 
that while an experienced fly fisher 
will be familiar with some or all of 


this information, it is presented so 
well the CD-ROM becomes a virtual 
adventure in and of itself, which Is 
why it is equally attractive to people 
who have never fly fished before. 
The rivers are Henry's Fork, 
Madison, Deschutes, San Juan, 
Yellowstone and the Green River. 
Each river comes with its own 
detailed and lavishly illustrated 
map. These maps even have hot 
spots where you can see fishing 
tips from that river's pro guide on 
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how to approach specific bends 
and areas. Each pro guide has their 
own fly area where you can see 
detailed information on the flies 
they like to tie and why they are 
effective on that specific river. If 
that is not enough then each river 
has a Sights/Sounds area, video 
and animation tips on casting tech- 
niques, tackle and travel informa- 
tion. Fly Fishing: Great Rivers of 
the West is a trophy-caliber CD- 
ROM. - Steven Greenlee 


REQUIREMENTS 


486/33 MHz or Better, 8 MB Ram, 256 
Color VGA, Win 3.1, 16 Bit Sound Card 


MPC or Compatibles 
Virtual AdVentures 


IVI Publishing 
7500 Flying Cloud Drive 
Minneapolis, MN 55344-3739 


1-800-432-1332 


Doonesbury 
Screen Saver 


Yes, Garry Trudeau now feels 
the pull of the CD-ROM. He and 
Mindscape are planning a whole 
series of products called 
“Doonesbury Toonscapes’ with the 
first release being this one: the 
Doonesbury Screen Saver. 

Like almost all screen savers, 
there is no need to run a screen 
saver to protect your monitor, but 
they are fun and this one is no dif- 
ferent. There are 10 modules here 
all based on the Doonesbury world 
and Trudeau participated in its 
development. R-R-Ron Headrest is 
back with his own module. You get 
to relive some of his greatest one- 
liners. One of my favs is Skeet 
Shooter. Duke blasts away at 
everything that pops out of his 
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head with the ‘ol shotgun. In Sin 
Lobby Butts, Jay, Brewski and 


Dum-Dum float down your screen 
delighting in their sinfulness. In the 
Grassy Knoll, Zonker watches the 
grass grow and he also practices 
his suntanning. Another funny mod- 
ule is CHIP Shot. B. D. uses the 
desktop for shooting practice. 
Trudeau says all his profits will go 
to charity. -Steven Greenlee 


_ REQUIREMENTS 
486 or Better, 8 MB Ram, VGA, 
10 MB on Hard Disk, Win 3.1 
R: MPC or ici iekee 
BY eo 


/; Mindscape 
60 Leveibal crt 
Novato, CA 94949 


1-41 5-883-3000 
E: $34.95 
‘S: N/A 


Air & Space Smithsonian 
Dreams of Flight 


America’s own Cultural collec- 
tor—The 
Smithsonian 
Institution—has 
been a frequent 
source for CD- 
ROMs and this 
one is another in 
a growing list of 
fine multimedia 
titles. Creative 
Multimedia along 
with SunWest 
Media Marketing 
Group has com- 
piled a solid CD- 
ROM examining 
the people and 
the planes of 
man’s early attempts to fly like an 
eagle. The major areas of interest 
are: Pioneers, Flying Machines, 
Milestones and Culture. All these 
areas present either early attempts 
at flying or the innovations as flight 
capabilities were developed. 

Anyone with a love of history or 
of planes will enjoy this title. 

-Steven Greenlee 


PY "Young ‘Anthony Tokcer ! in 1 the cockpit of his | 
Spin No. 3 Airplane 


REQUIREMENTS 


486 or Better, 4 MB Ram, SVGA, 
Win Sound Card, Win 3.1, 2x CD-ROM 


MPC or Compatibles 
SunWest Media Group 


Creative Multimedia 
513 NW 13th Avenue, Ste. 400 
Portiand, OR 97209 


1-503-241-4351 
$29.99 


$0 YOU. WANT TO LEARN WHAT IT’S LIKE TO BE ON 
THE NATION'S MOST CRIME FIGHTING FORCE? 
iE. 


Hey, sorry. But had you paid attention to your training, you might still be alive. Welcome to Daryl Gates’ Police Quest:® SWAT”. The 
most realistic simulation of the SWAT experience ever created. Developed with Daryl F. Gates, originator of the SWAT concept, this new 
multiple CD set puts you right in the middle of the the high-stress, zero tolerance world of the SWAT team. You'll get intensive training in 
teamwork, weapons and tactics. You'll be tested in multiple scenarios where your career will ride on life or death split-second decisions. 

Make the right decisions and you get promoted to Element Leader in the platoon. Make the wrong one and your mother could get a 

nice, heartfelt letter of sympathy from your supervisor. For more information, call 1-800-757-7707 or see your local software dealer. 
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Inc. All rights reserved. 


© 1995 Sierra On-ine, Inc. @ and / or ™ designate trademarks of, or icensed to Siena OnLine, 


Space Shuttle 
Encyclopedia 


They say you can find informa- 
tion on any topic you can think of 
on the Internet. There’s a lot of 
truth to that and the folks at 
Walnut Creek CDROM are virtual 
masters of the Internet. Their lat- 
est consumer release is a CD- 
ROM brimming with information 
about the space shuttle. 

Every shuttle mission is talked 
about in detail using reports from 
NASA itself. This way you get the 
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View beautiful photos show- 
ing launches, etc. There are 

many more technical photos 
like the one above showing 

instrumentation. 


official low down on any particular 
shuttle mission or craft. In all the 
Space Shuttle Encyclopedia has 
1,948 text files from NASA's own 
files and records. 

That isn’t all though. Space 
Shuttle has 3,132 royalty-free .GIF 
pictures. These pictures include 
night images of the launch pad to 
detailed pictures of the shuttle 
craft’s instrumentation. There are 
many, many pictures which cap- 
ture the beauty and the raw 
mechanics of the shuttle. There 
are also more than 25 sound files, 
so you can listen to the astronauts 
talk to Mission Control. Space 
Shuttle Encyclopedia is a big go. 

-Steven Greenlee 


REQUIREMENTS 


386+, 4MB Ram, VGA, DOS 5.x, 
CD-ROM, Windows 3.x 


LE FOR: MPC or Compatibles 


GNED BY: Walnut Creek CDROM 


DISTRIBUTE Walnut Creek 
1547 Palos Verdes Mall, Ste. 260 
Walnut Creek, CA 94596 


/£:1-800-786-9907 
$39.95 
N/A 
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rated at 2,100 hp 
for a maximum level speed 
of 377 knots at 19.800 feet 
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(above) All planes are judiciously detailed while (inset) videos show either the fighter or its weapons in action. 


Wings: Korea to Vietnam 


A mentor once told me that | was- 
n't happy unless | was up there 
pushing the envelope. Well, actually 
that’s what Tom Skerritt said to Tom 
Cruise in “Top Gun” but | thought he 
was talking to me too. If you too are 
a closeted Tom Cruise then this lat- 
est release from the Discovery 
Channel and publishing ally Maris 
Multimedia is what you need. Wings: 
Korea to Vietnam takes an in-depth 
look at all the military and civilian 
aircraft in use from 1945 to 1975. 

You can tell this is a Maris prod- 
uct. The London-based development 
house’s first hit was RedShift and 
they've done titles for other publish- 
ers, but they take the time to com- 
pile a wealth of information and then 
mold into a friendly product for the 
users. Wings is no different. The 
multimedia design is innovative by 
being able to access veritable ency- 
clopedias of information and then 
present the information in an engag- 
ing and visually appealing manner. 
Here you'll find you'll be able to eas- 
ily move from one major area to 
another and many times the areas 
are linked so you dont lose your 
original search thread. 

The navigator screen is your 
menu screen. From here you can 
easily take off to seven different 
major areas of exploration. Those 
areas are: Visit Air Base, Aircraft, 
Air Combat, War Reports, Time 
Lines, Database and Flight Sims. 

At the Air Base you can visit those 
installations used during the Korean, 
Vietnam and Cold War conflicts. 
There are five bases altogether and 


Missile Released™__ 


Target destroyed by nuclear explosion 
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This is the final frame of one of the several superb animations of how a 
fighter fights. Here is the nuclear attack of a Vulcan/Blue Steel. The 
first vapor trail shows the fighter’s approach and the second vapor trail 
shows how the missile weaves before zeroing in on its target. 


each come with detailed explana- 
tions of what their missions were 
and how they carried out those mis- 
sions. Under the Aircraft module you 
will be able to view detailed 3D 
models of hundreds of military air- 
craft including browsing engine 
specs, physical dimensions, capaci- 
ty and ability. 


REQUIREMENTS 
386+, 8 MB Ram, VGA, Win 3.1 
Perf+, 8 MB RAM, Sys. 7.0, 256 Colors 


MPC and Macintosh 
Maris Multimedia 


Discovery Channel 
' 7700 Wisconsin Avenue 
Bethesda, MD 20814-35791 


1-800-762-2189 
=: $49.95 
N/A 


Maris has included some very 
nice animations which illustrate how 
particular attack fighters operate. 
With all this information it is very 
easy and very interesting to read the 
War Reports. The extensive docu- 
mentation of aircraft use and mis- 
sions are narrated and supported by 
video, still photographs and sound. 
The other menu areas—Time Lines 
and Database—are excellent refer- 
ence tools and absorbing in their 
own right. As a bonus, there are 
three flight sim missions that are 
easy to play. 

Stunning photorealistic anima- 
tions, photographs, live video, tons 
of information and an intelligent 
interface make Wings: Korea to 
Vietnam an ace. 

- Steven Greenlee 
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GY Interactive Software Corp. GT” is a trademark of GT Interactive Software Corp 
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Links Championship Course: Riviera 
Country Club 
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IN FAIRWAY 
19 FT. AWAY 
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Te This is the oth hole. From the tee you can see the clubhouse, but once you get closer, the clubhouse view is obstructed by trees. Even with that, this is a 
stunning way to finish up the front nine. However, this round hasn’t been kind to me, as you can tell by the score (no Mulligans, though!). 


TRUWIERR COUNTRY. CLUB 


file: g Par: 4 Shots: 


all to Pin: 405 _¥0. SWING) ks 


one of the more difficult and devi- 
ous courses in the world. It plays at 
about 7,000 yards and is seeded 
with kikyuyu grass. In 1984, the 


There’s nothing like a little round 
of golf to ease the tension and 
stress found in the everyday work- 
ing life, but if you can’t make it out 


great short par fours in gold at 315 
yards. While the number four hole 
is called by Ben Hogan as “451 
yards of heartbreak.” 


won the 1948 U.S. Open here was 
this years site for the 1995 PGA 
Championship. It was also the set- 


to the golf course, Access brings 
the course to you. They have just 
released another in their line of 
championship golf courses as an 
add-on for LInks386. If you have 
played any of the other courses 
then you already know that the 
Riviera Country Club course holds 
its own challenges for the electron- 
ic golfer. 

The Riviera was designed by 
George Thomas in 1926 and it is 
beautifully sculpted with trees, hills 
and sand traps. It is considered 
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PGA listed the 100 toughest holes 
and eight of those holes are found 
on the Riviera course, the most 
from any one golf course. 

Knowing that, there are several 
signature holes. Number six has 
the famous doughnut-shaped green 
with a pot bunker in the center. | 
found six to be very, very fun to 
play. Then there’s Hogan's Alley or 
the 18th hole. It has a blind tee and 
a natural amphitheater around the 
green. Jack Nicklaus has referred 
to hole number 10 as one of the 


To say the least, there’s a lot of 


history at the Riviera. Ben Hogan 


RIVIERA COUNTRY CLUB 
DEFAULT 

Wate: §& Par: 3 Shote: 
Ball to Pin: 27 YD. 


Menu] _[Setup][ Top] [Scores] [prop] 


ae Like all the championship 
courses offered in Links, the 
Riviera course has its own 
unique challenges. There are 
lots of trees on the course 
and hills surround many 
holes (left). These trees can 
be intimidating. If you don’t 
drive carefully you'll either 
end up in small groves of 
trees or you'll be forced into 
a sandtrap (above). 


ting for movies including Follow the 
Sun. Again, this is great golfing fun. 
-Steven Greenlee 


REQUIREMENTS 


486DX+, 4 MB Ram, 256 Colors SVGA, 
Win 3., 2xCD-ROM, Mouse, SoundCard 


AVAILABLE FOR: MPC or Compatibles 
DESIGNED BY: Access Software 
DISTRIBUTED BY: Access Software 
4910 West Amelia Earhart Drive 

Salt Lake City, Utah 84116 


PHONE: 1-800-800-4880 
STREET PRICE: $29.95 
REQUIRES: Links386/Microsoft Golf 


ANYONE CAN JUMP, BUT THESE GUYS CAN 
JAM. NBA Airborne ‘95 For your PC 
GIVES YOU 81 OF THE HOTTEST PLAYERS IN 
THE LEAGUE TAKING IT TO THE HOOP, ON THE 
GROUND AND OH YEAH, IN THE AIR. You’LL 
ALSO GET EXCLUSIVE ESPN SCOUTING REPORTS 
AND IN-DEPTH RATINGS AND STATISTICS. 
ALL THIS WITH THE SMOOTHEST, MOST 

FLUID PLAYER ANIMATION OUT THERE. 

NBA Airporne 95... FURTHER PROOF 

THAT EVERYTHING ELSE IS JUST PRACTICE” 
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organization that is archiving writ- 
ten texts in electronic form and 
those surveyors of the Internet, 
Walnut Creek CD-ROM, has gath- 
ered some of the Project’s efforts 
in a handy to use CD-ROM which 
contains some 269 texts. Those 
texts include: Alice In Wonderland, 
Moby Dick, Tarzan, Huckleberry 
Finn, The Wizard of Oz and more. 
Among non-fiction works are: The 


Project 
Guttenberg 


One of the more exciting elec- 
tronic projects undertaken recently 
is Project Guttenberg. This is an 


The Town Mouse and the Country Mouse 


Now you must know that a Town Mouse once upon a time went on a 
visit to his cousin in the country. He was rough and ready, this 
cousin, but he loved his town friend and made him heartily 
welcome. Beans and bacon, cheese and bread, were all he had to 
offer, but he offered them freely. The Town Mouse rather turned 
up his long nose at this country fare, and said: “I cannot 
understand, Cousin, how you can put up with such poor food as 
this, but of course you cannot expect anything better in the 
country; come you with me and I will show you how to live. When 
you have been in town a week you will wonder how you could ever 
have stood a country life." No sooner said than done: the two 
mice set off for the town and arrived at the Town Mouse's 
residence late at night. “You will want some refreshment after 
our long journey," said the polite Town Mouse, and took his friend 
into the grand dining-room. There they found the remains of a 
fine feast, and soon the two mice were eating up jellies and cakes 
and all that was nice. Suddenly they heard growling and barking. 
“Wha i hat?” aid p OULD Mo p 2s j on he 1 


3 The electronic texts are just that, texts. But Walnut Creek provides a 


much improved interface so you can read the texts with ease. 


Ansel Adams 
Screen Saver 


There are few photographers 
who are more popular, more suc- 
cessful or more loved than Ansel 
Adams. He was known to be quite 
protective of his black-and-white 
still photographs, which is why you 
haven't seen any of his work on a 
computer yet. You will. In a major 
coup, Time Warner Electronic 
Publishing is offering the first in a 
series of Ansel Adams titles to 
brighten up your non-computing 
moments. The Ansel Adams screen 
saver contains 30 of the photogra- 
pher’s superb black-and-white pho- 
tographs as well as quotes from 
Adams from his writings. The land- 
scape photographs are randomly 
presented in as near as an exhibi- 
tion form as you can get on a com- 
puter. The quotations are inter- 
spersed with the photographs. 
Some of the photographs include: 
The Never Summer Range, Rocky 


Mountain National Park, CO, 1942; 
Kearsage Pinnacles and Lake, 
Kings Canyon National Park, CA, 
1925; Lake MacDonald, Evening, 
Glacier National Park, MO, 1942; 
The Grand Canyon from Cape 
Royal, Grand Canyon National 
Park, AZ, 1942 and many more. 
There is something about Adams 
photography that anyone can 
immediately see. His black-and- 
white photographs are amazingly 


COMPUTER GAME REVIEW 


sects ue tee lena init ates a wa sap KARAT N cA WHAT Le EnRAELUSE ES AETLE TTR AR LEDS T GERDA ETAT EE DME POLE eee eee scene ee 


Magna Carta, The Bill of Rights, 
The CIA Factbook, The U.S. 
Congress Address Book, The Book 
of Mormon, The King James Bible 
and a slew of NAFTA documents. 
These written text archives come 
from the Project’s work done in 
1991, 1992, 1993, 1994 and 1995. 
Project Guttenberg is located at 
the Illinois Benedictine College 
They hope by electronically repro- 
ducing these great written works 
that more people may be apt to 
read them, besides saving them for 


colorful. His subject is not an overt- 
ly demanding one. Landscapes 
don't fidget as it where, but Adams 
seemed to know when to snap the 
photograph. In this screen saver, 
all the photographs are presented 
without borders or a background. 
Screen saver designer Multimedia 
Corporation of London and the 
Adams trustees believed it would 
be better not to have anything con- 
trast or fight for viewing with the 


far distant generations to read. 
- Steven Greenlee 


386+ or better,4MBRAM, = 

VGA, Win3.1,D0S5x 
AVAILABLE FOR: MPC and Compatibles — 
DESIGNED BY: Walnut Creek CD-ROM — 


DISTRIBUTED BY: Walnut Creek 
1547 Palos Verdes Mall, Ste. 260 
Walnut Creek, CA 94596 


PHONE: 1-800-786-9907 
STREET PRICE: $39.95 
REQUIRES: N/A 


photographs. If you want to see the 
name of the photograph, a simple 
key stroke will bring up an informa- 
tive caption. 

Time Warner does intend to bring 
two more titles to the market in late 
1996 and then in late 1997. The 
1996 title will be (tentatively) The 
Art of Ansel Adams and will be a 
comprehensive survey of his work 
and will be more for the photophile. 
The third title will be a photograph- 
ers guide of Adams techniques 
and will include thousand of pages 
of Adams technical writings. If you 
like Ansel Adams, you like this title. 

-Steven Greenlee 


REQUIREMENTS 


386+, 4MB Ram, VGA, 
Win. 3.1, CD-ROM 


AVAILABLE FOR: MPC or Compatibles 
DESIGNED BY: Multimedia Corp. 


DISTRIBUTED BY: Time Warner 
1271 Avenue of the Americas 
New York, NY 10020 


PHONE:1-212-522-4643 
STREET PRICE: $30.00 
REQUIRES: N/A 
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Alphabonk Farm really shows off Headbone Interactive’s hip new style. 


eadbone Interactive is 
quickly becoming one of 
my favorite publishing 
houses. This Seattle- 
based company is fresh 
and hip and epitomizes innovation. 
Alphabonk Farm is a language 
development title for young ones 
and includes elements of problem- 
solving and decision-making. 
However, unlike many other titles 
currently available, Alphabonk 
Farm has a different presentation 
style. | can’t think of any word to 
describe this style, but it appears 
that the Headbone people under- 
stand using the computer medium 
and its own strengths and weak- 
nesses. This is far from a dry text- 
book method of drill and practice 
just ported over to CD-ROM. 
Alphabonk Farm captures the fun 
of the computer using elements of 


es Learning letters and words 


has never been so fun. 
education. No small feat. 

There is a very plain talk intro- 
duction to the program by farmer 
Alphred A. Bonk. Once your child 
has clicked on Farmer Bonk’s pick- 
up truck the game is afoot. If you 
click on a letter from the alphabet 
bar at the top of the screen, then 
click on the Rhyme Time road sign, 
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Be here's looking at you, kid. Using a style which is becoming a signature, Headbone Interactive combines sharp car- 
toon animations, still photography and exceptional sound effects to create a fun environment for play and learning. 


helpers Bunji and Clyde will recite 
poems about each letter. The 
rhymes are fun and to my surprise 
were not too bad. | had expected 
bad rhymes, because a lot of kiddie 
game rhymes are poor since it's 
believed kids have no appreciation 
for quality. 

Helping Farmer Bonk is Velma. 
She is a pig, but pigs are fun when 
they are as smart as she is. Velma 
will present Fun Farm Facts if you 
click on her during the Picture 
Show. Then when your child wants 
to change the pace there are two 
games to play. Each game can be 
played for each letter of the alpha- 
bet, which means there are hours 
of game play with Alphabonk farm. 
Headbone says there’s more than 
35 hours of game play in the title. 


One game is Seek ‘N’ Find which is 
sophisticated pencil line art drawing 
in which you have to find letter- 
related items. | thought it was very 
entertaining. The other game is 
equally as entertaining. It’s called 
Poke ‘N’ Prod. By clicking on the 
frog Bunji, items appear on the 


a 2 


In this game you can com- 
bine animals and objects. 


screen. If you drop them on to each 
other you create new animals or 
crazy stuff happens. 

Alphabonk Farm is highly recom- 
mended. Play along with the kids to 
make it even more fun. The next 
game to look forward to Is 
Pantslyvania. 

- Steven Greenlee 


REQUIREMENTS 


386+, 8 MB Ram, VGA,Win 3.1 
68040/25MHz+, 4 MB Ram, Sys. 6.0.7 


AVAILABLE FOR: MPC and Macintosh 
DESIGNED BY: Headbone Interactive 


DISTRIBUTED BY: Headbone Inter. 
1520 Bellevue Avenue 
Seattle, WA 98122 


PHONE: (800) 267-4709 
STREET PRICE: $35.00 
AGE: 4 & UP 


256-color SVGA 


elcome to SSI's WORLD OF ADEN; a vast 

new fantasy role-playing game world, where 

ingenuity and imagination reign supreme! 
It is the time of the Darkfall, a malevolent plague that 
threatens to corrupt every living thing in the land. 
ENTOMORPH ’: PLaGve oF THE DaRKFALL” finds you 
in Kyan, where you witness the ghastly power of this 
virulent evil — the inhabitants are slowly being trans- 
formed into giant insects! 

The horror mounts when you realize you're trapped 
in Kyan and destined to suffer the same fate as those 
you've seen skittering into the shadows on six legs. 

Time is now your worst enemy. Find the root of 
these evil transformations while you still can — or 
drown in the seething sea of insects that is Kyan! 

This single-player fantasy action adventure features 
an intense, branching storyline. Grisly combat with a 
variety of deadly attack options. Mind-bending puzzles. 
Treacherous traps. And ENTOMORDPH is presented 
in state-of-the-art high-resolution graphics — with a 
CD-quality soundtrack that's guaranteed to make 
your skin crawl! 


WORLD OF ADEN, ENTOMORPH and PLAGUE OF THE DARKFALL are trademarks of Strategic Simulations, Inc. 
©1995 Strategic Simulations. Inc. All rights reserved. WINDOWS is a registered trademark of Microsoft Corporation. 


- Play ENTOMORPH: PLAGUE OF THE DARKFALL 
and you'll never be the same... 
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WINDOWS 95 CD-ROM 
for IBM & Compatibles 
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To Order: call 1-800-601-PLAY with 


Visa/MC (North America only). 


=] 


A MINDSCAPE” COMPANY 


CeCe eee OSES EHSEEE SORE REESE EEE SESE EES EOE EE ESO ESSEC EEAE REESE EEEE SEES EE SESO EES ESE ESEOS HOSE SES EEE EES EEEEOSES SESE ESEHOEE SESS OSEEEESHSESEESSESEEEEESETTHEHH SES ESESHOHESSEHEHESOESESESEO TSS OS EHHEHSESSSSHEHHESESEDEEEES 


The 
Multimedia 
Bird Book & 
The 
Multimedia 
Bug Book 


Let me tell you all about the 
Birds and the Bugs. Yep, bugs. 
You can learn all about both of our 
Earthly companions in their own 
respective multimedia titles from 
Swfte who is jointly publishing 
these titles with Workman 
Publishing. The Multimedia Bird 
Book and The Multimedia Bug 
Book were designed for kids, but | 


ee Once you have photographed the Red-Tailed Hawk read all about them. 


The still photograph is the one you took for the magazine. 


found them both to be interesting 
and entertaining. 

Both titles use a game-like 
approach to learning about these 
co-inhabitants, which should make 
using the products fun and chal- 
lenging for the kids. Both titles are 
Stuffed with facts, figures and pic- 
tures. There is a generous helping 
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Your objective is to snap a picture of the various birds in their natural 
habitats. It’s not as easy as it might sound. 


of video clips as well and the 
games fit the topic. 

In Birds your child will help 
Everly Glade write bird features for 
a magazine. The child will be 
asked to find 64 different birds that 


are found in seven different habi- 
tats. Once a bird has been spotted 
you take a picture of it. Only then 
will the birds magazine page pop 
up. The feature page will contain 
still photographs, the bird's call or 
song, habitat information and in 
some cases, live video of the bird 
in its habitat. 


All the birding safaris take place 
in the continental United States. 
The areas to explore include resi- 
dential, lake, marsh, open country, 
woodland, thicket and desert. All 
the areas are alive with hot spots, 
but if your child’s attention is wan- 
dering, the bird will fly away and 
they have to wait even longer 
before taking its picture. 

The magazine is called The 
Birder and includes general bird 
information such as how bird’s 
build nests or how they fly. All the 
information in Birds is based upon 
the Workman Publishing books The 
Bird Book and The Bird Feeder 
authored by husband and wife biol- 
ogist and naturalist team Neil and 
Karen Dawe. All of the bird sounds 
are from the highly extensive (and 
very well-respected) archives in the 
world; the Cornell Laboratory of 
Ornithology. 

The Multimedia Bug Book is 
much the same kind of product as 
birds except in this title the kids will 
have to help an absent minded pro- 


} Fis 


fessor catch bugs for his collection. 
The story begins with a very nice 
intro animation where we see Dr. 
Anson Pantz (ants in the pants, get 
it?) trying to catch a very rare bug 
and since he is as graceful as a pig 
on ice, he accidentally knocks over 
all his specimen jars and all his 
bugs escape. Dr. Anson Pantz then 
asks your child to help him recover 
the bugs. In order to hear a clue, 
click on one of the 50 empty jars. 


centipede 


othe: Member of the largest group 


Camoutinge: A methnd of dtrewine, 
wswatty throws? coloration and textere 


arthropod: Member of the biological 
Kroup, Prytum Arthropods, thot Inclades 3 
5, Crustocenns, spiders, Centipoder Gitte: 


= soo the Bug Chart 
a 


Pan 
“. 7 if 


ae Both titles have a good refer- 


ence glossary of terms. 


Then it’s off to the habitat area 
where a specific bug calls home 
and you have to capture it with a 
net. There are five habitats: the 
pond, the ground, the field, leaves 
or in the home. Once a bug is net- 
ted with the mouse, a pop up fact 
page will have all the information 
on the bug including pictures and 
video clips. These clips show the 
bug in action: hunting, eating, fight- 
ing and doing bug things. 

The Bug Book is based upon the 
Workman Publishing books The 
Bug Book and The Bug Bottle by 


wee For a change make and solve 


your own puzzles. 


Dr. Hugh Danks of the Canadian 
Museum of Nature. 

Again Swfte has produced two 
excellent titles—fun for the kids, 
but entertaining for the adults as 
well. 


- Steven Greenlee 


REQUIREMENTS 


486+, 4 MB Ram, SVGA, Win. 3.1 
System 7, 4 MB RAM, 13” Color Monitor 


AVAILABLE FOR: MPC and Macintosh 
DESIGNED BY: Swfte International 


DISTRIBUTED BY: Swfte International 
722 Yorklyn Road 
Hockessin, DE 19707-8701 


PHONE: (302) 234-1740 
STREET PRICE: $49.95 
AGE: 5 and up 


CARPE 


ULE 


Seize this game) 


Caesar II gives an award-winning game new life— 


A great sim with a real game to it! 
® EKye-poppt ng gra ph ics 
e Streamlined interface 


e Extensive 3-D city-building 


Build a City... 
Start with a province in the arly Roman 
Empire and build a capital city with exquisite, 
detailed structures. Then master your unruly province 
by exploiting its resources, opening trade routes, and raising 


armies. Rule wisely and promotion will soon follow 


Build an Empire! 
Develop other provinces and take on their unique challenges. Move up the 
ranks and confront invading Carthaginians (with elephants!) and upstart 

Gauls. Your job is to keep the barbarians out, your cities thriving, and your 


citizens cheering. 


For a future Emperor, its allina day’s work! 
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Earth Explorer: 


The 
Multimedia 
Encyclopedia 
of the 
Environment 


It is a common complaint from 
the generation that grew up 
protesting the establishment back 
in the 1960s that today’s youth 
does not get involved. They don't 
make their voice heard on critical 
issues and they don't band togeth- 
er to back up their words. Well, 
nobody wants to go back to those 


Ozone 


There are many issues being debated these days concerning the environment and what 
focus our national policies should have. Sometimes the debates are quite passionate. 


days when everybody was at each 
other’s throat, but the need still 
exists for young people to get 
involved. Enteractive has devel- 
oped a wonderful title designed to 
educate our teens and pre-teens 
on environmental issues and as 
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More Graphs v 
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cycling Programs 1988-1993 


Communities all over the United States are 
_ changing the way they handle their garbage. 


equally as important, it teaches 
kids how to formulate an opinion 
and how to debate an issue. 

To begin, a young person can 
read any of 433 original in-depth 


Protected 
Species 


Muclear 
Power 


Rainforest 


ARS 
FAA 


Water Alr 
Pollution Pollution 
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Land Use 


Energy- Hazardous 
Renewable 
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articles, view more than 1,000 pho- 
tographs, watch 90 minutes of 
video or play two types of brain 
games. Enteractive developed 
Earth Explorer with funding provid- 
ed by a grant from the National 
Science foundation. 


KNOW YOUR NATURALISTS 


a Once you play through an issue you can read how weak or strong an 


argument is. Also (right) meet environmental champions via video. 
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Sa Charts and graphs help your children to formulate their own views. 


One major area is called Hot 
Topics. Here you can chose a spe- 
cific issue, listen to opposing views 
and then research the issue in 
order to develop your own point of 
view. It is also in this 
area where you 
learn what makes a 
strong or weak argu- 
ment. The educa- 
tional content is pre- 
sented in a game- 
like way which is 
mentally challenging 
but does an 
admirable job of not 
trivializing the con- 
tent or the methodol- 
ogy. 

Earth Explorer 
was reviewed for 
accuracy by the 
American 
Association for the 
Advancement of 
Science and is sup- 
ported by the, The 
U. S. Department of 
Energy and the 
Ronald McDonald 
Children’s Charities. 

In these times 
when the gains 
made by earth groups are under 
attack, Earth Explorer will help 
plant the seeds for a new genera- 
tion of green fighters who will grow 
up educated on the issues and who 
can think like reasonable people. 

- Steven Greenlee 


REQUIREMENTS 


486+, 8 MB Ram, Win 3.1, VGA, 
68030+, 5 MB RAM, Sys. 7.x, Color Mon. 


AVAILABLE FOR: MPC and Macintosh 
DESIGNED BY: Enteractive, Inc. 


DISTRIBUTED BY: Apple Computer 
1 Infinite Loop 
Cupertino, CA 95014-2084 


PHONE: (408) 996-1010 
STREET PRICE: $56.00 
AGE: 10 & Up 


JumpStart 
First Grade 


Have you been expecting it? | 
have. It was only a matter of time 
before the milk cap frenzy started 
to creep into children’s CD-ROMs. 
Such is the case with Jump Start 
First Grade from Knowledge 
Adventure. Luckily, KA only uses 
milk caps as a toned-down aspect 


ee Learning foods and portions 


at the JS cafeteria. 


of the title and not the entire game 
(a frightening thing to contemplate, 
indeed). 

Jump Start First Grade is a well- 
conceived and well-initiated title for 
five to seven year olds. There are 
18 topic areas that help kids build 
some 90 different skills. The cur- 
riculum includes geography, life 
sciences, simple fractions, spelling 
and reading comprehension. There 
is an innovated module that helps 
kids to visually discriminate. In this 
case your child will be asked to 
serve food in the JS cafeteria. 
Each child coming through the line 
asks for a specific food in a specif- 
ic quality. Your child will be asked 
to fill the plates as instructed. 

What about the milk caps? For 
each module completed your child 
is rewarded with a virtual milk cap. 

-Steven Greenlee 


ae Learn how to use a vending 
machine. My normal lunch is 
on the third row. 


REQUIREMENTS 


486+, 4 MB Ram, SVGA, 
Sound Card, Windows 3.1 


AVAILABLE FOR-MPC or Compatibles 
DESIGNED BY: Fanfare Software 


DISTRIBUTED BY: Knowledge Advent. 
1311 Grand Central Avenue 
Glendale, CA 91201 


PHONE: (818) 246-4400 
STREET PRICE: $39.95 
AGE: 5-7 


», PARADISE _, 


Embark on a trip full of adventure, intrigue and 
exploration as you travel around the world playing 
your favorite classic card games. 


Throughout yourstrip your card playing skills will afford you 
travel.acComodations, Cash prizes and other winnings. 
Each exotic city offers the expenences of cultural nuances 


and UMIGUue c jail Iges fo | se, game sett game play. 


Pinochle, Bezique and Casino. 
¢ Artificial intelligence to challenge 
the novice and master alike. 


* Geographically educational 


Sales patenting 1 (505) 880-1718 
4801 Lincoln Road NE + Albuquerque, New Mexico 87109 


Technical Support (908) 788-2799 
495 Hwy. 202 + Flemington, New Jersey 08822 
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The Little 
Rascals 
Interactive 
Moviebook 


The gang’s all here. Yes, the 
timeless charm of the Little Rascals 
has gone from television show to 
movies now to interactive book. 
Sound Source, who has a 
moviebook lineage, is the publisher 
for this moviebook and it is the first 
in the series to approach the genre 
a little differently than in the past. 
The approach is a natural and intu- 
itive step forward. 

In the previous Sound Source 


Muppet Reading 
and Phonics Il 


Jim Henson’s Muppets have 
been teaching children for a long 
time now and they continue to do 
So in a line of well-crafted titles 
from American Education 
Publishing called Brighter Child 
Software. AEP has been able to 
successfully blend learning with 
Muppet fun which means your child 
may be more open to learning. 

In this title your young child, say 
in the 3-6 years of age range, will 
be asked to play along with Kermit, 
Miss Piggy and all the others. The 
play though harbors exercises to 
build a young one’s skills in three 
distinctive ways. One gaming 
series asks the child to sort in 
which they have to classify and 
sequence objects. The second way 
is called Thinking Skills, where pre- 
dicting and associating is stressed 
while lastly your child is exposed to 
patterns. The teaching technique is 
still pretty much drill and practice 
but the labor of learning is mitigat- 
ed by the happy and encouraging 
Muppet characters. 
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offerings (Black Beauty, The Secret 
Garden) the moviebook was in fact 
an electronic story book. It looked 
like a book and read like a book. 


There were several nice electronic 
enhancements and the presenta- 
tion was fine. With The Little 
Rascals though, Sound Source has 
changed the interface. In this case 
the product looks like it takes place 


in the Rascal’s clubhouse. Then in 
addition to the moviebook, there 
are a couple of other interactive 
areas. Your child will be able to 
build a virtual soapbox derby car 
and there is a wacky picture dis- 
torter something akin to a fun 
house mirror room which the kids 
can play with. Also there is an area 
where you child can find the hidden 
objects in a picture and they can 
print out coloring pages. Still yet 
the meat of the title is the 
moviebook. 

As with all the moviebooks it 


The Muppet Reading and Phonics 
Il is a solid educational and enter- 
tainment title for your child. 

- Steven Greenlee 


REQUIREMENTS 


386+, 4 MB Ram, 256 Color SVGA, 
CD-ROM drive, Win 3.1, Mouse 


AVAILABLE FOR: MPC or Compatibles 
DESIGNED BY: American Education 


DISTRIBUTED BY: American Education 
150 E. Wilson Bridge Rd., Ste. 145 


Columbus, Ohio 43085 
PHONE: (800) 542-7833 
STREET PRICE: $44.98 
AGE: 3-7 


looks like a book and you turn the 
pages like a book. Your child has 
the option of reading the book 
themselves or for the little ones the 
book will be narrated. 

Each page contains either movie 
clips or still photos taken from the 
recent movie and there is a gener- 
ous helping of video here. And 
there are several words which are 
defined in a pop-up glossary. The 
LIttle Rascals is a good edition to 
your child’s CD-ROM Llbrary. 

- Steven Greenlee 


REQUIREMENTS 


386/33+, 4 MB Ram, 256 Color VGA, 
2xCD-ROM drive, Win 3.1 


AVAILABLE FOR: MPC or Compatibles 
DESIGNED BY: Sound Source 


DISTRIBUTED BY: Sound Source 
2985 E. Hillcrest Dr. Suite A 
Westlake Village, CA 91362-3159 
PHONE: (800) 877-4778 


STREET PRICE: $29.95 
AGE: 3+ 


ae Learning letters is a happy 
happy time with the 
Muppets. So is learning what 
clothes to wear (below). 


Jigsaw Power 


| really like what Centron 
Software has done with reproduc- 
ing the fun of jigsaw puzzles on 
computer. In this their latest 
release you will find more fun than 
a barrel of monkeys or a ring full of 
lain or, well, you get the idea. 


And while kids will love this product 
adults can’t help but love it as well. 
| mean, it’s jigsaw puzzles and it is 
fun putting them together on the 
computer and then watching a 
movie of your puzzle. 


In this case there is a lot more 
than just a puzzle. There are kid’s 
puzzles which are designed to help 
stimulate learning like with puzzles 
for each letter of the alphabet. For 
us older kids we can pick from any 
of the 250 pictures which come 


with Jigsaw Power there are mind- 
bender puzzles and combination 
jigsaw and crossword puzzles. All 
these puzzles add up to a sure-fire 
entertainment CD-ROM. 

- Steven Greenlee 


REQUIREMENTS 


386+, 4 MB Ram, 256 Colors VGA, 
Windows 3.1, CD-ROM Drive 


AVAILABLE FOR: MPC or Compatibles 
DESIGNED BY: Centron Software 


DISTRIBUTED BY: Centron Software 
300 American Legion Lane, Ste. 4 
Pinehurst, NC 28374 


PHONE: (800) 848-2424 
STREET PRICE: $59.95 


AGE: 5-Adult 
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NONSTOP ADVENTURE! SALVAGE As 


SRIPPLED* STARSHIP, SURVIVE "A SAVAGE BAT- 
TLE IN DEEP SPACE, DISCOVER A VAST ALIEN . 
NSTALLATION, ALIGN A WORMHOLE ACROSS 
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ANIMATED ENWRONMENTS. AN EXHILARAT- 
ING RIDE INTO THE FUTURE. ; 

"A DAZZLING VIRTUAL WORLD! . 
* EXPLORE A FULLY FUNCTIONING 9 LEVEL 


oe 3 Starrin MICHAEL DORN - 22ND CENTURY BATTLECRUISER! WALK: 
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ENTERTAINMENT COMPANY 


t’s In the Game, En! 


EA Goes North of the Border for Their Next Generation Sports Game. 


hen we 
found out 
that a 
develop- 
ment 
team north of the border was 
putting out a basketball game for 
EA Sports, one could not help but 
be skeptical as to the quality and 
authenticity of the product. After all, 
what could a bunch of Canucks 
know about basketball in the NBA? 

Those that have played NBA Live 
‘95 can all attest that the answer to 
that question is “more then you 
think.” Arguably the first truly suc- 
cessful attempt at a five-on-five 
basketball game, those Canucks 
sure got it right. Imagine what they 
might be able to do with a hockey 
game. 

Here it is! NHL Hockey ‘96, the 
first release in the next generation 
of sports games from EA Sports 
developed by EA Canada. The 
improvements over NHL Hockey 
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Rat) in SVGA mode, the action certainly comes to life in both the player animations and the arena surroundings and the 


advertisements on the boards. 


‘95 are too numerous to mention. 


Those improvements are so incred- 


ible that they leave this sports 
game junkie at a loss for words. 

Of course it has both VGA and 
SVGA modes, CD-quality sound 
effects and music, stadium specific 
organ music, over 600 player por- 
traits and 3D modeled NHL arenas. 
But you'd expect that, right? How's 
about eight freewheeling camera 
angles that let you watch the action 
from high up in the stands or as 
close to the ice as you might get 


eae NHL Hockey ‘96 gives you 


control over the lineups that 
your team uses and the cam- 
era style to play the game. 


without carrying a stick. The most 
noticeable characteristic is that all 
of the views have a dynamically 
drifting TV-like effect that makes 
static ground movement, that 
straight-line back and forth action, 
a thing of the past. 

To alleviate some past criticism 
of it being “in the game,” here is 
finally a hockey game with an NHL 
license that has fighting! Will there 
be any octopi on the ice in a Detroit 
playoff series? God, let’s hope not. 
However, there will be video inter- 
views with NHL star players and an 
advanced goalie and defensive arti- 
ficial intelligence that can have 
your teammates cover for players 
that find themselves out of position. 


Just in time for the new season, 
NHL Hockey ‘96 is scheduled for 
an October release date. The game 
will support two players via modem 
as well. Using a similar if not the 
same game engine will be the new 
FIFA Soccer to be out sometime in 
the near future. Good thing there 
are no tariffs on Canadian goods. 


REQUIREMENTS 


486 or Better, 8 MB RAM, VGA, 
CD-ROM drive 


AVAILABLE FOR: PC and Compatibles 


DESIGNED BY: Electronic Arts 
DISTRIBUTED BY: Electronic Arts 
STREET PRICE: $59.95 

RELEASE DATE: October 1995 
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COULD ZILLIONS OF DROOLING PYTHON ZEALOTS BE WRONG? 
ABSOLUTELY. : 
SO, LISTEN TO THE EXPERTS INSTEAD. 


Monty Python’s Complete Waste of Time. 
And for all of you who refuse = gam Ye Check out this ground breaking 
to sell your souls to ywINDOWS> EY > : CD-ROM featuring a stupendous 
we now have a M4C yersion- v4 strategy game, classic clips, 
archetypal arcade games, silly 
songs, strange screen savers, 

” sick system sounds and 
iconoclastic icons. 


Download a little Monty Python madness 
on AOL (keyword: SEVENTH) or 
CompuServe (GO: SEVENTH) or 

on the web WWW.7thLevel.com. 
For more information or to order, 
call 1-800-9PYTHON ext. 114. 


©1969-1974 Python (Monty) Pictures LTD. 


/ 7th LEVEL 


% 


©)1994, 7th Level Inc 


THE ONLY SOURCE FOR COMPUTER 
AND CD-ROM GAMING! 


SECHVMABRIOR 2 - MAGIC: THE G GATHERING | 


_1 *YES! | want to the onaieaes edition of CGR for 12 
issues, which includes the CD-ROM CGR GameDisc for $36.95 
_1 Basic service - 12 issues for only $23.95 (No CD-ROM) 


Send payment to: Computer Game Review, PO Box 1462, Lombard, IL 60148-9621 


Name 

Address 

City 

State Zip 


E-Mail Address 
Payment Enclosed Bill Me 
Credit Card Orders: Visa MC 


Card Number Exp. Date ___ 
Signature 


For Faster Service, Call: 


HCGK5 


Please allow 6-8 weeks for your first issue to arrive. Enclose U.S. Funds Only. All foreign 
orders must be prepaid. Canada & Mexico add $10.00 per year. Foreign $102.95 per year. 


fs 


Before the introduction of the Suncom F-15E Strike Fighter Series, 
the only way to get your hands on an authentic, realistic flight- 
stick was to either join the Air Force or buy a $44 million dollar 
F-15 fighter jet. 

The F-15E Strike Fighter Series looks and feels so much like 
the real thing, you'll be able to "live" the experience. The top of 
the line EAGLE features 12 programmable fire buttons, an 
audio box and head-phones for privacy play, a micro- 
phone input for Voice Recognition Command 
Programs, a 
CD-ROM Interactive 
Tutorial, the full ver- 
sion of AV-8B Harrier 
Assault from Domark and 
support software with 35 pre- 
programmed templates for today's most popular 
simulation programs. 

Or pilot the TALON, RAPTOR or 


HAWK versions of the F-15E. All four ah Suncom 


share the same realistic look, but 
each has something “ame... CLAAOLOGIES 


different to offer. 
6400 W. Gross Point Rd., Niles, IL 60714 708/647-4040 
To order call 1-800-228-7449, or visit one of the retailers listed below: 


a » 
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Office DEPOT 


In the dark and grim interior 
of a futuristic military-type 
base, your adventure will 
have you battling with 
enemy soldiers and solving 
challenging puzzles. Zak’s 
success depends on your 
own, so don’t think you can 
simply memorize patterns 
this time. 


Sharp graphics with state-of-the-art rendering techniques give Cyberia2 the look and feel that the game requires. 


Like Rebel Assault, Cyberia was 
among the first of the first-person 
perspective action/interactive movie 
games to sit in your CD-ROM drive 
last year. 

You've spent five years in cryo- 


Earth? Who is the mysterious Dr. 
Corbin, the man who found you? 
And, more importantly, does any of 
the bizarre Cyberia entity remain 
within you battered body? 

In Cyberia®, Zak will find the 


Technology is used to create an 
almost unlimited number of ene- 
mies on the screen. Hot Zones 
allow the Xatrix team to bring 
everything on the screen to life pur- 
portedly giving it much more inter- 


PC and Compatibles 


Xatrix 
genic sleep, and you’d like to find answers to these questions and activity. The randomization of ene- Xatrix 
out why. What happened to you many more, but not without a har- mies for all action scenes means $49.00 
after merging with the Cyberia enti- rowing, mind-bending, action- enhanced replayability. Challenging Nov. 15, 1995 


ty, destroying FWA CEO William 
Devlin and then crashing back to 


packed trip along the way. 
Advanced Transfighter Engine 


logic puzzles are engineered for 
multiple degrees of difficulty. 


REQUIREMENTS ~ 
486/33 or Better, 8 MB RAM, VGA, 
2x CD-ROM drive 


Eastern Mind-The Lost Souls of Tong Nou 


Eastern Mind is an interactive 
adventure game based on an 
Oriental premise of reincarnation 
and the necessity of living many 
lives before achieving a higher 
goal. Rin, the protagonist, loses his 


Tong Nou. media CD-ROM game developer. ———— 
Eastern Mind is His philosophy and art come to life , a 
created by Osamu in a world both mysterious and _ | 
Traditional Oriental patterns are fused with Fall, 1995 2 


psychedelic new-age styles by Osamu Sato. 
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soul. By borrowing a soul, he trav- 
els east to the head-shaped island 
of Tong Nou to get his soul back. 
During the journey, Rin must travel 
through five lands, die and be rein- 
carnated nine times before retriev- 
ing his soul and solv- 
ing the riddle of 
Tong Nou. 

Explore five 
incredible worlds 
such as the Land of 
Time, Land of Life, 
Land of Desire, Land 
of Dreaming and the 
central mountain of 


Sato, an award-win- 


Help Rin find his soul by get- 
ting him killed nine times. 


ning graphic designer, techno- 
house ambient music maker, music 
video director and interactive multi- 


Strange. 


REQUIREMENT 


486 or Better, 8 MB RAM, VGA, 
CD-ROM drive, Windows 3.1 


PC and Macintosh 


HARPOON fl DELUXE” 
ved he Next Generation is launched! * 


The shock wave is ust bed 
Announcing the most advane 


naval battle simulation ever! . -— 


Empowered to let you re-write 
history. Used in training by t 
Naval Academy, HARPOON | 
DELUXE puts you in the con? 
center action like never befgy 


e 2 additional battlesets, for 30 new, 
startlingly realistic scenarios. 

e All-new Scenario Editor. You 
design the encounter. 

e Over 100 full-motion video and 


sound clips for unbelievable 
realism. 


e Detect, track and engage all forces. 


e Realistic weather modeling. 
e Military-style vector maps. 


e Vast database with tech specs and 
pictures of hundreds of ships, subs 
and aircraft. 

e Lifelike 
communications 
models recreate 
electronic warfare. 

e Compatible with 
Cold War and 
Westpac Battle Sets. 

Add an incredible array of features 

like toolbar control buttons, easy 

user interface, and you have the 
most realistic battle game ever. 


Er 2 a en u 


Actual video clips of 
weapon launches and 
explosions. 


Altitude, depth, and weather 
information. 


~ Hundreds of database 
specs, photos and drawings 
of military hardware. 


Formation editor defines 
threat axis and patrol zones. 


Software and Artwork © 1995 IntraCorp, Inc. All rights reserved. Harpoon II and Three-Sixty 
are trademarks of IntraCorp, Inc. Harpoon is a registered trademark of GDW, Inc. BattleSet and 
Staff Assistant are registered trademarks of ACSI. All other trademarks and 
copyrights acknowledged. 


INTRAC xp 


Visit Tages Sixty Online: 


http://www.gate. aed 


America Online (Keyword: Three-Sixty); 
CompuServe: GamePub A+ Forum: 
Software Creations BBS (508) 365-9352 


To Order Call: (305) 373-7700 © (800) INTRACO 
¢ BBS (305) 374-6872 


LOCUS IS GOING 


TO TAKE YOUR 
EVES AND EARS 
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So you think you've got what it 
takes to make in the world of big 
business? Capitalism, a business 
Strategy game from Interactive 
Magic, can give you the chance to 
try. 

You start off with a nice chunk of 
change—10 million dollars to be 
exact—and it is up to you to do 
with it as you please. Do you start 
up a retail business, an agribusi- 
ness or play the stock market? The 
choice is yours. When you have the 
capital, you can try your hand at 
everything. 

For example, you must choose 

_the city and location to put up your 
first retail store then find a supplier 
and choose one of their products. 
Check what your competition is 
selling theirs for and set your price 


Capitalism 


ee Check the market conditions 


for each product. 


accordingly. Will you keep your 
price around the average or try to 
undercut the competition and run 
them out of town? It’s your call. Try 
to promote your product by selling 
advertising, which may increase the 
demand. Can your supplier keep up 
with your sales? If not, you may 
want to look for anoth- 
er or maybe manufac- 
ture the product your- 
Self. 

If it is cigarettes you 
want to sell, you'll 
have to start with a 
tobacco farm, buy a 
paper factory and put it 
all together in your 
manufacturing plant. 
Because of your suc- 


Panes Build it yourself and sell it for less. cess, their will be mil- 


lions of people with black 
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lungs that have your cigarette’s 
brand name on them. But, hey, it’s 
big business and profit is the only 
thing that counts. 

Diversify your corporate holdings 
with more than 40 products to 
choose from. Execute a merger 
and double your market share 
overnight or stalk the PC market 
with secret research and develop- 
ment projects and produce prod- 
ucts that are light years ahead of 
the competition. 

The choices go on and on, and it 
is your career that counts. As your 
businesses become more success- 


Open up a department store and choose a product to start selling. 


ful, So does your own personal 
portfolio increase in value. Sell 
some stock for some quick money 
or take a loan from a bank. Like the 
real world of business, it’s all about 
making money, and lots of it. 


REQUIREMENTS 


386/33 or Better, 4 MB RAM, SVGA, 
CD-ROM drive 


AVAILABLE FOR: PC and Compatibles 
DESIGNED BY: Enlight Software 
DISTRIBUTED BY: Interactive Magic 
STREET PRICE: N/A 

RELEASE DATE: October, 1995 


Ray Bradbury’s The Martian 


Chronicles 


Journey to Mars, the mysterious 
red planet, in Ray Bradbury’s The 
Martian Chronicles, to embark on 
an urgent mission that could deter- 
mine the future of the Earth or cost 
you your life. 

Explore a Martian city to uncover 
the secrets of the mysterious 
extinction of the Martians and the 
settlers from Earth. Rumors abound 
of sightings of Martians and of a 
potent Martian object that could 
have a major effect on Earth. Do 


ea Are there Martians still on 


Mars or are they all extinct? 


COMPUTER GARAE REVIEW ils wisi ne NAAR 


the Martians still exist or are they 
just illusions? Find the key to 

unlock the lost Martian archives to 
learn their secrets and make sure 
the device stays where it belongs. 


REQUIREMENTS 


486 or Better, 8 MB RAM, SVGA, 
CD-ROM drive, Windows 3.1 


AVAILABLE FOR: PC and Macintosh 


DESIGNED BY: Byron Preiss 
DISTRIBUTED BY: Simon & Schuster 
STREET PRICE: N/A 

RELEASE DATE: October, 1995 


Dragon Dice 


Based on the recently released 
Strategy dice game from TSR, 
Dragon Dice is an action/fantasy 
dice game sure to excite Advanced 
Dungeons and Dragons fans. 

The Dragon Dice world contains 
all of the necessary elements: dark 
forces, fantasy, extraordinary char- 
acters, fantastic battles, fasci- 
nating places, happenstance, 
magic chance and illusion. 
This computer dice game 
gives players the ability to cre- 
ate their own characters and 
armies from the entire 128- 
dice set. 

With game play for up to 
four players, the roll of the die 
determines the players’ luck, or 
lack thereof. With the special ani- 
mated dice, players can create 
interesting characters in fantastic 
worlds who cast magic spells, go to 
battle, maneuver about and send 
off missiles to wreak havoc in other 
realms, all in an effort to gain con- 


trol of two lands. Like the table ver- 
sion, the computer version is chal- 
lenging to both beginner and 
advanced players. 

As a bonus, each game will con- 
tain a unique collectible “Dragon 
Lord” die to be played in the table 
version. 


REQUIREMENTS 


486 or Better, 8 MB RAM, SVGA, 
CD-ROM drive, Windows 3.1 


AVAILABLE FOR: PC and Compatibles 


DESIGNED BY: Interplay 
DISTRIBUTED BY: Interplay 
STREET PRICE: N/A 

RELEASE DATE: October, 1995 
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TAKE AN ANTARCTIC ADVENTURE 
Win a week-long trip for two 
to the Antarctic or other locale 

within Prisoner of Ice. 


Details Inside Package 


* 


: 
; 
: 
:* 
. 
* 
* 
fad 
| | 
i 


Amid an atmosphere of suspense and intrigue, you ll launch your voyage in the icy 


cold wastelands of the Antarctic aboard a Royal Navy submarine, where World War II 


looms ahead and your every move could change the course of history. 


“PR 
LMOTION 


OnTtaactive 


To place an order or for more information call: 800-443-3386. 


, Ss ef  This epic adventure is now available on PC CD-ROM. 
© 1995 l*Motion, Inc. / Infogrames Multimedia. l*Motion, Inc., 626 Santa Monica Blvd., Box 417, Santa Monica, CA 90401 
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No time outs left. The Expansion teams. Camera 
snow is starting to fallin views from all over the 
Chicago. Football fans field. Killer graphics. And 
who live for these moments action so real you can feel 

need the most realistic the helmets crash. So 
football simulation ever don’t drop the ball. Score 


made. Front Page Sports’: Football Pro 96 today. 
Football Pro '96. Updated 


It's not about luck. On simulation that gets it 
the pro bass circuit, the right. Trophy Bass” Alll the 
~~~» details make the pressure and excitement. 
. difference. And there’s All the equipment. All the 


~ more than pride on strategy and know-how 
» the line. Whether the pros use to land the 
you re an aspiring pro big one. Fish. Or cut bait. 
or an armchair angler, Land your copy of 
there's finally a fishing Trophy Bass now. 


DEEPEST 


In submarine warfare, only one option. COMMAND: 


there are no prisoners. Aces of the Deep” Windows 
It’s kill or be killed, 95 optimized. Hot SVGA 
hundreds of feet down graphics. Cool new features 
in the cold dark ocean. like voice control game play. 
For all the excitement, So sink. Or swim. Join the 
strategy, and historical hunt for COMMAND: Aces 


accuracy you demand from __ of the Deep today. 
a sub simulation, there’s 


RUN DEEP 


Touchdown! Computer 
Gaming World awardec 
Front Fage Sports 
Football Fro Best 
Sports Game of the 
Year for three straight 
years, raving “Best 
football game on 
the planet!” 


Strike! “The most 
realistic bass sim 
on CD-ROM” — 
BASSMASTER 
magazine. “Trophy 
Bass is impressive!” — 
Ken Schultz, Fishing 
Editor, Field and 
Stream, author 

of Successful 

Bass Fishing. 


Torpedoes away! 
Computer Gaming 
World named Aces of 
the Deep Simulation 
Game of the Year, 
stating “It’s one of the 
most impressive 
pieces of software 
we've ever had the 
pleasure of playing.” 


24 hours a day, q days a week ‘call 1-800- PRY 7707. Sis 


D-Day: America Invades 


It’s the French Coast during 
World War Il and American troops 
have just invaded German-occu- 
pied Fortress Europe. D-Day: 
America Invades is based on the 
original Utah Beach game and fea- 
tures Atomic Game’s World at War 
game system. 

Command your troops through 
seven historical scenarios that 


cover the battle of the bocage 
(hedgerows) on the American Utah 
and Omaha Beach fronts from June 
7, 1944 to July 2, as well as the 
bloody Battle for St. Lo and the ini- 
tial breakout of Operation Cobra 
later in July. Two of the scenarios 
explore German counter-attacks 
against the American beachhead, 
and the German player has six 


e Options Staff Duties Planning Phase 


Battles can span days, so you’ll have to make sure your resources last. 


Fury? 


Get on an enemies tail and blast them out of the sky. 


The first action/arcade game 
from Microsoft, Microsoft Fury? puts 
you in a fully armed spacecraft. 
Pilots are assigned to combat and 
rescue missions while saving eight 
planets from destruction during a 
space-age civil war. 

Using the Terminal Reality 


engine used to make the DOS 
game Terminal Velocity, Fury? 
modifies it to be played in the 
Windows 95 and Windows 3.1 envi- 
ronments. And running under 
Windows 95 means Plug-and-Play 
of course, so that all you'll have to 
do is put the CD in the drive and 


1g. COMPUTER GAME REVIEW 


The well-defended coastline will mean a bloody fight. 


“What-If’ variants to help strength- 
en his positions in Normandy. 

All of the armor, infantry, aircraft 
and ships of the historical partici- 
pants are accurately represented in 
the game. You can handle as little 


[ @ Fite Options Staff Duties Plonning Phase = ©] 
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Zoom out and survey the 
whole area. 


or as much of the decision-making 
that as you want and let you com- 
puter “staff” handle the rest. Other 
options allow for limited intelligence 
and fog of war. Flexible play 
options include head-to-head, play 
by e-mail and solitaire play against 
the computer. 


| REQUIREMENTS 
486 or Better, 8 MB RAM, SVGA, 
CD-ROM drive 
PC and Compatibles 
Avalon Hill 
Avalon Hill 
$69.95 
September, 1995 


Microsoft’s first action arcade will, not surprisingly, run under 
Windows 95. 


you'll be off and running, no hard- 
ware set up or anything else that 
you may be accustomed to. 

Six degrees freedom of move- 
ment provide the game with a vari- 
ety of viewing options. In cockpit 
mode, pilots can view the action 
from all angles, independent of the 
spacecraft's movement giving you 
the ability to spot the enemy as he 
approaches. Then you can maneu- 
ver your ship to take him out before 
he executes that surprise attack on 
you. 

Each of the 24 missions will take 
players across the planet's surface, 
into tunnels that cut through the 
planet and high above the clouds. 


Choose one of four difficulty levels 
and fire up the ships weaponry that 
will included plasma weapons, 
lasers, guided missiles and smart 
bombs and others. But keep an eye 
on your shields or suffer the same 
destruction as your hapless ene- 
mies. 


| REQUIREMENTS 
486/66 or Better, 8 MB RAM, VGA, 
CD-ROM drive, Win 95 or Windows 3.1 


t: PC and Compatibles 
Y: Microsoft 
‘RIBUTED BY: Microsoft 


NOVEMBER 95. 
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FINALLY. 


Forgotten 
Realms: 


Descent to 
Undermountain 


As technology continues to 
improve driven by the demands of 
software manufacturers like game 
companies, crossover genres such 
as first-person perspective RPG 
games will become more and more 
prevalent. Forgotten Realms: 
Descent to Undermountain is a 
fast-paced adventure that will test 
the player's stamina against evil, 
green Orcs that are trying to 
destroy you. Featuring the same 
3D engine from Parallax Software 
used in Interplay’s Descent, play- 
ers can view the dangerous Cav- 
erns in 360 degrees. 


Your adventure takes you 
inside Undermountain. 


Key AD&D characters are pre- 
sent with all of their traits and char- 
acteristics making a stimulating 
and varied experience. With multi- 
player support as well as an option 
for game play viewed simultane- 
ously with the player's screen map, 
conquering the enemy never has to 
be interrupted in this subterranean 
adventure. 


486 or Better, 8 MB RAM, VGA, 
CD-ROM drive 


PC and Compatibles 
Interplay 
Interplay 
N/A 
1st Quarter, 1996 


711) COMPUTER GAME REVIEW | 


Silent Hunter 


SSI made sure that their first 
World War II submarine simulator 
has a simple purpose: sink as 
much tonnage as you can. Sounds 
like fun! 

As commander of an American 
Submarine in the South Pacific, you 
will get to prowl the shipping lanes, 
steal into enemy harbors and 
embark on Special Operations mis- 
sions. Authentic WWII film footage, 
cinematics and narration by former 
United States Navy Commander 
William “Bud” Gruner throughout 


ics with detail so sharp, you won't 


the game provide a historical feel 
for the submarine combat experi- 
ence. Bud commanded the USS 
Skate during WWII and was award- 
ed the Navy Cross and the Silver 
Star. 

Play individual missions or an 
entire campaign that will pit your 
Skills against an Al with the benefit 
of an experienced commander. See 
a first-person view of ships or an 
eagle’s-eye view of tactical situa- 
tion maps in superb SVGA graph- 


miss a single detail before you pre- 
pare to issue the command, 
“Torpedoes Away!” 


486 or Better, 4 MB RAM, SVGA, 
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REQUIREMENTS 


CD-ROM drive 
PC and Compatibles 
SSI 
SSI 
N/A 
4th Quarter, 1995 


in sharp SVGA detail, you’ll command under the depths of the seas in pursuit of tonnage, tonnage and even more 
tonnage! 


Tang Chi 


Sometimes the simplest of 
games can be the most challeng- 
ing, particularly with puzzle games. 
Tang Chi is an ancient Chinese 
puzzle that uses only seven simple 
Shapes to create up to 50 different 
images. Maneuver and rotate the 
Shapes to correctly re-create a sil- 
houette of the image within the five 
minute time limit. 

lf you are successful, the image 
transforms into an object right 
before your eyes, and a short ani- 
mation is shown as a reward. But a 
players are also rewarded for their 
speed and accuracy. Special save 
and boss key options allow players 
to store their digitized, 3D puzzle 


images in memory, or keep them 
as a screen Saver. 

Tang Chi provides two modes of 
play—easy and expert—to accom- 
modate a wide range of players. 
Players may also choose from a 


Complete the puzzie in the 
time limit and get your prize. 


selection of four different tile tex- 
tures, including metal, wood, jade 
or bone. A variety of eight different 
musical compositions can be 
selected to complement the game’s 
playing experience. While mini- 
mized, the game automatically 
pauses to let you continue later. 


REQUIREMENTS 
486/33 or Better, 4 MB RAM, SVGA, 
2x CD-ROM drive, Win 95, Windows 3.1 


PC and Macintosh 
Capcom 
Capcom 
N/A 
Fall, 1995 


WOL I 


Experience unparalleled 
historical realism! 


Battleground Ardennes™ is like no other historical 
strategy game you've ever played! With the 
revolutionary Battleview™ combat system, you 

can relive crucial moments during the Battle of the 
Bulge, the most famous American land battle of 
WWII. Can you hold off the advancing German 
war machine? Dig in with the U.S. 101st Airborne 
defending freedom from the Nazis at Bastogne, 
or ride to victory with the legendary German King 
Tiger tank. Take command of Peiper’s infamous 
SS or lead a blistering U.S. counterattack to 
retake Stoumont! 


2 Platoon level action at 250 meters per hex 
@ Full feature scenario editor 


@ Extensive combat sound and video clips 
® Modem to Modem play 
@ Drag & Drop movement and combat 


® Print out instant detailed situation maps 


— Computer Gaming World — 


— Strategy Plus — 


Ste = 
MSs 


MULTIMEDIA ENHANCED 
© Copyright 1995 TalonSoft Inc. 


Lf TC not FUN [eee 
who cdRes! : 


The 2D Map view provides a traditional perspective for 
the discerning gamer in on Panthers leading an attack on Stoumont! 


Give us a call at 410-821-7282 or contact us online at: Compuserve: GO GAMEPUB C ® CIS: 75162,373 © INTERNET: 751 62.373@compuserve.com * GENIE: XRG98298 
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~ CAMING 
: MONTHLY 
- * Check Out New Reviews In the Review Crew 
* New Mortal Kombat 3 Pix In Press Start 

* Complete MK3 Tips, Codes, and Strategies In 
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Mortal Kombat 3 TM & © 1995 Midway Mfg. Co. Sd EN LY Fe 
All rights reserved. 


Star Trek: Voyager 
© 1994 


Paramount Pictures. 
All rights reserved. 


Mortal Kombat 3 TM & © 1995 Midway Mfg. Co. 


All rights reserved. 
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THE INTERNET! 


Open the door to the Internet! 


This software 
is your key 
to the Internet! 


P hpa, 4g a a { Call our BBS 
—— I N TER N ET : ; and get it right 
a a : now FREE! 
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Or call us and 
we'll send 
it to you! 
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Everything You Need to Get On the Internet 


TotalAccess’ to the Internet is just minutes away! 


EarthLink Network™ is proud to announce the release of need to register for complete Internet access in 5 minutes. 
TotalAccess, a complete software and Internet connection Best of all, the software is FREE with your registration! 
package tor Windows and Macintosh. TotalAccess makes TotalAccess offers inexpensive dial-up access for as little as 
accessing the Internet easier than ever! $19.95 per month from most major cities in the United 

| , , 7 States. Access with speeds of up to 28.8k bps! 
TotalAccess includes ae Navigator™, award-winning P P P 
Internet access software, Eudora™, the most popular TotalAccess also includes the least expensive national 
Internet e-mail software in the world, and everything you toll-free 800 access in the world! 


EarthLink Network Registration : 1 TotalAccess Internet Dialer 
sets up your Internet account Using your modem, call from a PC or Mac. j connects you to EarthLink Network 
in } minutes, PC: With your terminal set to 8,N,1 (standard). Select E at up to 28,800 bps. 
tawin.exe and download it. Ensure you have the binary 
option selected on your terminal software. From the DOS | 
ts al prompt (in the directory you downloaded tawin.exe into), ’ 
Online help and how to - la hein : run tawin.exe to decompress TotalAccess. From the Windows Netscape Navigator o powerful , 
oa from Internet basics to tips & Program Manager File menu, choose Run. Click Browse and 3 Internet access software. PC Magazine 
tricks on finding what you're looking for. [Ruthven ak re tes “Editor's Choice” award winner. 


Click OK to install the registration software and get started. 
Download TotalAccess for Macintosh and double click on 
the TotalAccess installer. Follow the instructions to get started. 


: our sales department at 213-644-9500 and 7 ' 
Internet e-mail program in the world, request to have TotalAccess sent to you. 1 friendly technica 


Eudora E-mail is the most popular FREE technical a teh from our 


support staff. 


_CALL NOW! 213-644-9500 


‘ A 
EarthLink Network Earthlink Network, Inc. 3171 Los Feliz Boulevard, Suite 203, Los Angeles, CA 90039 
Fax: 213-644-9510 Info via e-mail: info@earthlink.net Live human via e-mail: sales@earthlink.net 


rf > - ©1995 EarthLink Network, Inc. Trademarks are property of their respective owners. Netscape Communications, Netscape, 


Netscape Navigator and the Netscape Communications logo are trademarks of Netscape Communications Corporation. 


Shock Wave 
Assault 


With the ease of its 3DO counter- 
part, Shock Wave Assault will uti- 
lize the Plug-and-Play feature 
implementation of Windows 95. Yet 
the game will run under DOS 
avoiding the pitfalls of games run- 
ning under Windows 3.1. 

Electronic Arts has designed 
Shock Wave Assault to make the 
player feel like he is starring in a 
Hollywood science-fiction movie. 
From the cockpit of an F-177 space 
aircraft, you will be given the con- 
trols to fly over texture-mapped 
landscapes created from custom 


ey 
Ps 


ae The popular 3D0 game 
makes it over to the PC. 


aerial photography. Before you can 
take in the beauty of the graphics, 
however, you will soon be bom- 
barded by alien craft rendered 
using real-time, three-dimensional 
graphics. There are also real video 
and radio broadcasts from other 


pilots as they fly combat missions 
around the world. 

To create this experience, the 
development team consists of a 
movie director, professional actors, 
a best-selling novelist/script writer, 
industry-leading software engineers 
and other experts. 


- REQUIREMENTS 
486 or Better, 8 MB RAM, VGA, 
oa CD-ROM drive, Windows 95 


aera ae 
an 


| AVAILABLE FOR: PC and Compatibles 
©) DESIGNED BY: Electronic Arts 

| DISTRIBUTED BY: Electronic Arts 

| STREET PRICE: N/A 

RELEASE DATE: September, 1995 


Marathon 2: Durandal 


The folks over at Bungie are 
determined not to do the same 
thing with their sequel as other 
game companies have done with 
theirs—create some new monsters 
and levels and put a Il on the end 
of the title. 

Marathon 2: Durandal will incor- 
porate many new features that 
offers a playing environment funda- 
mentally more varied and intense 
than that of the original Marathon. 


Some of these new features 
include outdoor landscapes that let 
you tread the ancient ruins of a 
vanished civilization or the surface 
of a distant moon and underwater 
scenarios where you'll explore and 
fight while wading in the shallows 
or submerged in the depths of 
waterways and lava pools. 

To make the experience worth its 
description, better special effects 
have been added. Away from the 
silent corridors of the 
Starship Marathon, you 
are taken to a world of 
roaring rivers and 
howling winds. 16-bit 
sounds employ real- 
time stereo tracking to 
give you audio cues to 
your environment and 
position. The graphics 
window now fills the 
maximum width of the 


marathon 2 is for dedicated Mac users. 


monitor, providing strik- 
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ing 16-bit graphics, and with 
dynamic lighting effects, lights pro- 
ject from all surfaces, form complex 
patterns and add significance to 
your surroundings. 

Combine all of this with new art- 
work and sounds, maps that are 
more carefully constructed and 
designed fro both combative and 
cooperative network play and a 
story line infused with mystery and 
menace, and Bungie thinks they've 
got a sequel deserving of the name 
Marathon. 


REQUIREMENTS 
68040 or Better, 4 MB RAM, 8-bit Color 
Monitor, System 7.0+ 


AVAILABLE FOR: Macintosh 
DESIGNED BY: Bungie 
DISTRIBUTED BY: Bungie 
STREET PRICE: $79.99 
RELEASE DATE: TBD 


Warcraft Il: Tides of Darkness 


Warcraft Il is the continuation of 
the ruthless clash between the Orc 
and the Human civilizations. After 
the long and bloody war in the 
kingdom of Azeroth, the Humans 
ventured across the Great Sea to 
escape the cruelty of the Orcish 
hordes and to rebuild their empire. 
Eager to engage in battle again, 
the Orcish army constructed sea 
vessels and summoned flying crea- 
tures to follow the Humans and 
attack their coastal encampment. 

As the commander of either the 
Orc or Human forces, players must 
successfully construct and rule 
their empire while engaging in real- 
time tactical warfare over land, sea 


and air. The game allows you to 
compete in a one-player mode by 
completing a series of integrated 
scenarios or play head-to-head 
against opponents using the 
game’s multiplayer option. 

This sequel boasts seven 
enhancements over the original 
including combined-arms combat 
on land, sea and air; artificial intelli- 
gence that learns, adapts and 
responds to players’ actions; and a 
multitude of new units such as 
Elven archers, Dwarven inventors, 
dragons, griffons, battleships, sub- 
marines and zeppelins. 

Other key features include a sep- 
arate story line for Orc and Human 


Build a shipyard and a tanker to search the waters for crude oil. 


La Many new structures are 


available for building. 


campaigns with many scenarios, a 
dozen veteran scenarios, multiplay- 
er capabilities supported via 
modem, direct link and network for 
up to seven players on a network, 
SVGA enhanced graphics with rich 
3D-rendered scenery, a map, a 
scenario and unit editor and a 
unique “spawning” technology that 
allows two players to compete 
head-to-head using one copy of the 
program. Just the title alone should 
tell you it makes a great Xmas gift! 


REQUIREMENTS 


486 or Better, 8 MB RAM, SVGA, 
CD-ROM drive 


AVAILABLE FOR: PC and Compatibles 
DESIGNED BY: Blizzard 

DISTRIBUTED BY: Blizzard 

STREET PRICE: $50.00 

RELEASE DATE: December, 1995 


coming this fall 


995 Zombie, LLC. All rights reserved. Developed by AnimaTek® International, Inc. Produced by Zombie™, LLC. Distributed by GT™ Interactive 
Software Corp. Ice & Fire™ is a proprietary trademark of Zombie, LLC. AnimaTek® and the AnimaTek logo are régistered trademarks of AnimaTek 
International, Inc. Zombie™ and the Zombie logo™are proprietary trademarks of Zombie, LLC. GT™ and the GT logo™ are trademarks 


of GT Interactive Software Corp. Tetris® is a registered trademark of Elorg. All other trademarks are property of their respective companies 
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hen you ask someone at id 
Software about Quake, you don't 


know what you'll get in response. 


It’s possible that you might get a 

wicked grin, a knowing look that 
tells you there is something going on that 
you'd love to know about but can’t quite get 
at. If you ask Jay Wilbur, he’ll tell you in no 
uncertain terms that Quake will change the 
way we look at games, especially first-per- 
son action games. “God may sue us for 
infringing on His exclusive right to reality,” 
Wilbur says. With the sequel to Heretic, 
Hexen, due out at the end of October and 
Quake to be released “when it’s finished” 
(projected to be sometime in December of 
this year), id’s particular violent and skewed 
view of reality may be just the thing that will 
keep gamers sitting at their PCs this 
Christmas. 


Wilbur and the rest of the team at id have 
every right to be confident in the possibili- 
ties for Quake. Since the company began, it 
has produced increasingly entertaining and 
successful games. The company gained 
some notoriety for the Commander Keen 
games, but really made its breakthrough into 
the consciousness of gamers with 
Wolfenstein 3D, a revamped first-person ver- 
sion of the early ‘80s classic. While Wolf 3D 
and its sequel Spear of Destiny were highly 
successful, it was the release of Doom that 
really put id Software on the map for good. 

Doom is to gaming in the ‘90s what Tetris 
was to gaming in the ‘80s. It seems that 
everyone, even those people who don’t nor- 
mally play games, have had some experience 
with Doom. How pervasive is the game? It 


has been estimated that before the release of 
Windows 95, 65% of the computers in the 
world had some form of Windows installed 
on it. At the same time, it was estimated that 
nearly 75% of those same computers have 
Doom in some form installed. In short, Doom 
is nearly as pervasive as DOS, and most 
computer users are much more familiar with 
the former than the latter. 

In fact, both Doom and Doom Il have 
proven to be so popular that the Prima hint 
book for Doom Il sold well over 100,000 
copies. This is especially impressive when it 
is realized that the grand majority of most 
games don’t reach the six-figure mark. 
Nearly a year after the game’s release, Doom 
ll still has thousands of players who spend 
hours playing Deathmatches against co- 
workers, friends and random opponents on 
online Services like Dwango. In June, 


Lasersoft’s Doom Companion Utilities CD- 
ROM was among the top 15 best-selling CD- 
ROM products in general according to the 
SPA report SofTrends. Doom Il itself dropped 
from fifth to sixth on the overall list, no mean 
feat in an industry where a product thatis 
more than sixth months old is considered 
ancient history. 

The reason for the success of Doom is 
attributed in large part to its use of the 
shareware market, which the company feels 
is the most effective way to penetrate the 
core market. Wilbur comments that a lot of 
companies, especially the accountants at 
those companies, seem to be scared of 
shareware because it entails giving away 
something for free. “People talk about share- 
ware and software as being two different 
things,” said Wilbur. “They aren’t. They’re 
both channels fora product. Shareware is a 
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legitimate way to dis- 
tribute the game.” 

id’s philosophy has 
always been to use 
the shareware market 
to achieve the desired 
market penetration 
and then to follow 
that shareware 
release with a sequel 
placed in the retail 
market. When asked 
why use retail if 
shareware is has been so monumentally suc- 
cessful at getting the game to the consumers 
in the case of Doom, Wilbur replies that not 
everyone who plays Doom has registered 
their copy or owns the full version. In fact, 
with millions of copies of Doom circulating 
through almost every computer in the world, 


id has registered fewer than 200,000 copies 
of the game. 

But money is no longer the motivating fac- 
tor for the team at id, if it ever was. The 
desire of those who created Doom and 
Wolfenstein is to make games that are fun 
and all-consuming. 


You are the master of time and space. The Microids will rule 


the Echelon Galaxy in the year ten thousand by destroying 
all other living entities. Four decimated alien civilizations 
| oe oe a and your life depend on your strategic decisions. 
Travel through time to alter events and battle an interstellar enemy. 


Your actions will change history. And save the galaxy. 


“Millennia: Altered Destinies , “Here's a ‘God Game’ with “This game has it all! Time travel, 
could be the most exciting a difference...Millennia will surely space battles, diplomacy, 
game design of 1995.” be one of the most elaborate, trade...everything! Count me in!” 
Steve Honeywell, peahsions, and eh histicated Peter Smith, Strategy Plus 

Computer Game Review — galactic-adventure games ever 

- to hit the market.” 

Bill Trotter, PC Gamer 


ALTEREe = 


What Makes aust %0 ‘Spain. 
While Quake is based in a large part on 

the earlier successes of the Wolfenstein and | 

‘Doom games, little remains the same. The 


o Quake peng much of an upgrade 


obvious step up from those of Doom and 
Doom Il. Much of this is due to the oi 
om advances made with the engine itself. 
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Another significant advance is in the area 


Ex platforms and ledges of sawing! ot 
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nd little else. More importantly, it jump up. Quake will change that. While the —_ being at the same location, one simply ney 


| light. The depth of the player is generally limited to walking on the __er or lower than the other. With Quake, this 
ee | is no gonger ise e cas > ayers will be able to — te 


will look like 


to the player’s commands. For insta 4 
when turning a cr rer on the run, th a 


on the computer screen will cant Slightly, ae * 


 adve bsg ph 1ics engine, the dramatic 

‘lighting effects, the ability to look up and . 
down and the three-dimensionality of the 
various areas in oe me could well make — 
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: - Atthe moment, ‘much: ke tot was at 

the same in its development cycle, al 

Quake is without a story. All of the effort eae 

the design team is going into the creation of 

the actual game at the moment, and there 

= hasn't been much of a thought as to what 
_ the actual game it self will be about. “The + 
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process, even right as the game is nearing im. ion. Part of 
the original story behind Doom was not of a demonic alien inva- 
sion on a moon of Mars, but that Satan had somehow broken 
into this plane of existence. It was your job to send him packing 
back to Hell, and then follow him in and finish the job for good. 
Truth be told, confides Wilbur, the original name for Doom was 
“It's Green and Pissed,” which was also the working title of 
Wolfenstein. Quake began life as “Fight for Justice,” which was 
also considered as a subtitle for the game’s name. 
The desire is not so much to create a believable story or even 
a particularly interesting one. Instead, Sandy Petersen, who 
wrote the storyline for Doom and Doom Il, tries to create inter- 
esting situations for the player to encounter. Wilbur comments 
that with this sort of action game, tying the player or the creator 
to a particularly well-developed story is unnecessary. 
» The name Quake has nothing to do with the plot as it stands at 
oment: Quake was a character in a pen-and-paper role- _ 
playing world created by programmer John Carmack. Quake was. 
sort of the biggest and the baddest of all the bad-asses in this * 
world. Wilbur comments that in traditional gaming terms, Quake 
the character would have been the equivalent of chaotic good— 
he did things mostly for the benefit of others, but was known to 
go on.some serious homicidal binges. 
: One of Quake the character’s accouterments was an item 

_ called the Hell Gate Cube which performed random events. The 
item fed on pain, which meant that it was particularly pleased if 
there was a lot of killing being done, since this kept it well-fed. 
However, when there wasn’t anything around to kill, it fed off 
i} ng it by causing pain to that person. 

The team is considering putting the Hell Gate Cube or some- 
thing like it into Quake the game. In game terms, the player who 
possessed this item would need to create a steady flow of car- 
nage to keep the item from feeding off him. If the item is satis- 
fied with the player’s performance, it would be capable of pro- 
viding random services for the player. For instance, in Quake, 
the player now takes damage from falls from heights. If the play- 
er has the Cube and takes such a fall, the Cube might give him 
or her a soft landing. Then again, it might not, and it definitely 


won't if it doesn’t think the player has done an adequate job of 
keeping it fed. Wilbur adds seriously that the Hell Gate Cube is 
one of literally hundreds of items and ideas that the team is 
thinking about incorporating into the final product. It might not 
make it in, but the possibilities are fun to contemplate. 

Quake will cover ground more familiar to Heretic than Doom in 
that it will be a fantasy setting. At the moment, little more than 
that is known, even to those immersed in the development of the 
title. In fact, even the weapons that will be offered to the player 
are still in doubt. One thing that may well change is the overall 
number of weapons. It is likely that it will decrease from the nine 
(including fists) in Doom Il or the eight (also including fists) 
available in Doom. However, each weapon will more than likely 
have multiple abilities, depending on the situation the player — 
finds him or herself in. So, while the actual physical number of 
weapons may be smaller, the things that these weapons offer | 
the player will be significantly increased. id has also offered 
reassurance that there will be a “boomstick,” or r the equivalent 
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To better display the differences between Doom 


and Quake, John Romero took some pictures from 
Doom and “Quakeified” them. On the left are 

some random screens from Doom, while the pic- 
tures on the right display what the same scene 
would look like if the player ran across it in 
Quake. Needless to say, the differences between 
the two are monumental. 
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-n October 30, the 
day before 
Halloween, id 
Software will 
release its 
upgraded sequel to Heretic. id 
is offering October 30 as a rock- 
solid ship date, something 
unusual for a company that 
tends to give dates for game 
shipment as “when it’s done.” 
Hexen is on schedule and near- 
ing completion, and the prelimi- 
nary look is astounding. 
Originally called Heretic I. 
Hexen is considered enough of 
an improvement on the award- 
winning original to merit an 
entirely new name. While the 
game play and story are effec- 
tively the same, much has 
changed between the original 
Heretic and its more powerful 
follow-up. : 

For starters, the player now 
has the option of playing the 
game as one of three different 
character classes: warrior, 
mage and cleric. This is more 
than merely a simple cosmetic 
change. Each of the three char- 
acter types will interact with the 
Hexen world differently and will 
sport significantly different 
weapons. Therefore, Hexen will 
prove to be a very different 
game when 


parts the compose the 


the player switches classes, 
and the best way through a 
particular situation for one type 
of character may be detrimen- 
tal—or even impossible—for 
another. 

One of the exciting changes 
with regard to the weaponry is 
that the biggest weapon usable 
by each class (the Hexen equiv- 
alents of the BFG) will be much 
more difficult to - 
acquire for a significant 
reason. Rather than 
simply coming across © 
an extremely powerful 
weapon, the player will 
need to find the three 


item. Only when all 
three parts have been 
located and pieced 
together can the player | 
use the item. 
Additionally, some elements of 
randomness have been added 
as well. A bridge that might 
appear for 20 seconds on one 
level the first time you go 
through the game may 


stay around indefinitely — 


the next time. Such 


randomness makes the game 
more replayable, even for those 
who have managed to master 
the game, since they can expect 
a somewhat different experi- 
ence every time. 

Some of the most obvious 


» improvements come in the form 
__ of the graphics. As you can see 


from the pictures on this page, 
Hexen will look very different 
from Heretic. Realistic lighting _ 
effects have been included with 
this game, and visuals such as 
fog and haze help bring the 

game more to life, as well as 


providing an additional chal- 


lenge for the player. While id 
has provided a way to increase - 
the gamma correction on its 
titles, there isn’t a way to do ; 
away with the fog, which makes 
both finding and hitting an ae 
opponent a much more difficult : 
matier.:.4. ... ee 
Enemy animations have ~ 
improved as well. The creatures 
you fight move realistically, and 
often very quickly, making the 
challenge of getting past them _ 
both more fun to watch and 
more difficult to accomplish. 
Some of the changes go to the 
minutest level—using the Morph 
Ovum now changes enemies ~~ 
into the chickens you are used 
to as well as pigs (no doubt to 
be accompanied by the appro- 
priate music from Deliverance). 
_ In short, Hexen will be every- 


thing that Heretic was: im 


sive,  ehallegsing, “9 and 
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Virtual Golf 1995 Front Street Publishing and Core Design 
Limited. All Rights Reserved. Front Street Publishing and 
Core Design Limited are trademarks of U.S. Gold, Inc. 


Many of the creatures have not y 
incorporated into the game. The models 
have been created, but aeercing | to John © 


"mented yet. At the moment, the game is 
_ . a ic: en with all of the 


~~ Quake appears in the Dez 
Doom, you will now be able ) 
____ player’s weapons and items when that play- 
~ er is killed. However, the team is thinking ” 
adding a particular spell that will allow the — 
player to set a specific place for-his « or her 
_ items to appear when and if death s hould 
occur, allowing him or her to retrieve the 


versation with a number of online services 
regarding the idea of a QuakeNet. id consid- 
ers the level of support it receives from its 
many oa to = its  Greategt asset. and is 


_ The ideal situation 


ing ona Sane evel. The company is 


or her own mini-QuakeNet. 
_ Additionally, it is likely that there will be 
some sort of editor available for players to 
create their own levels and maps for et 
although this editor many not come'from 
_ Software itself. Allowing the end user toc cre- 
ate a personalized world supports both the 
idea of giving as much as possible to the 
player and brings the game closer to reality. 
__.. Another feature that will be incorporated. 
into the final pe is the pts to more: 


that would allow unlim- | 


also considering giving awa an Bouser site 


allowing the cuilises to set up his - 


i ieiavieg a release date. 
_ There are presumably other reasons for 


while the Christmas buying season is often _ 
pivotal ‘in determining whether or not a 
-game is successful, it’s reputation and the _ 
‘public’s desire for of id products have made 
he company more immune to such cycles. 
-Quake’s release will be non-traditional for ™ 
id in one major sense. Like all id products _ 
that start a new series, the game will appear 
as shareware. However, approximately three 
__to six months after the Byaigvrare version 4 ~~ 


game will be available at the retail I evel. _ 
While in shareware release, the full version _ hy 
will be available through id or id’s distribu- 
tor GT Interactive Software. The reason for 
making the original game available in stores 
eventually is that Quake will nothavea ~ 
sequel in the traditional sense. _ Instead, id is 
taking an entirely different approach with 
additional Quake levels. Instead of a follow- 
up game, Quake will have a series of add-or 
“modules” that will give the user a whole 
new series of levels ‘to play. 


info {he Fujuré = 
ee = oné at id Software currently has any 
retirement plans. While both Hexen and / 
Quake are still in development at the time of : 
this writing, the | Tt 
thought given to the next engine—and the 
__next game—after Quake. Says Wilbur, the 
" programmers find it almost impossible. Te 
to,get ahead o themselves and think’about — 
what might be available in the engines and Ps 
games yet to come, adding that Carmack is | 
__ light years ahead of everybody, including . 
the rest of the staff at id. 4 mi 
Additionally, some thought has been given 
to the next generation of computers . Both 
Quake and Hexen will run on lower-end 486 
__ machines, but the recommended minimum, — 
~~ requirements for the games is isa 46DX2i66 J 
with a minimum 8MB RAM, Wi eS 
machine, the games will rur 
mode, full-screen graphics at about, : 
frames per second. The games oe 
playable on lesser systems, but the us 
need to make adjustments for the game to 
run at optimal apacity. The desire, sayS = 
Wilbur, is to make the recon a 
requirements: for the game the average for — 
what most of the users have, with the think- 
ing that in such a case, you support the pal 
greatest number of players. & | 
_ Windows 95 is also the wave of the future, ; 
and the new operating system figures heavi- 
_ ly inid’s plans for games both present and, ” 
‘down the road. Wilbur is excited about the 
prospects that Windows | 95 offers the gam- i 
ing industry, confiding that he hopes that it 
“completely takes over the world.” Both at 
_ Quake and Hexen are planned to work in the 
~ Windows 95 environment. 
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have the game ready to play by Cl Chris 
this is not set in stone. Typically, the compa- 
ny keeps the release date unannounced, so 
that if problems with the development crop 
up or its new dgeas that dramatically Epprove 


Souter | neil the problems inherent with 


ot offering a fixed release date. While the 
-_ company would like to have the game avail- 
able for Christmas, as mentioned earlier, 


is more important : the game’s designers 
to release a product that both they and their 
consumers are happy with. Additionally, 


Like most id eedicts and unli e Hexen, 
Quake’ 's release dala, isa nebulous “when 


gest. It is likely that the computer gaming 


money is not the motivating factor with id. It industry will be feeling the tremors and 


In any event, Quake is coming and for the | re 
gaming world, it could well prove to be the © 
earth-shattering event its name would ! g- 


aftershocks of this. game’ s release for 
months ane years: to come. 
i - Steve Honeywell 


THE MOST CELEBRATED STRATEGY GAME IN HISTORY GOES ON-LINE. 
INTRODUCING SID MEIER’S CIVNET:’ 


CIVILIZATION HAS COME TO THE INTERNET 


Experience the best-selling Sid Meier’s Civilization® as a multiplayer Windows game! 


With Sid Meier’s CIVNET™ play on-line via the Internet, over a local network or go 
head-to-head by modem. Build the Pyramids and the Great Wall. Conquer Earth or an 
undiscovered planet. Play history’s greatest leaders and your friends — in any combination, 
up to seven players at once! Broadcast messages simultaneously to your opponents. 
Become allies with some. Taunt others. You decide. Because once you get your hands 
on Sid Meier’s CIVNET™, Civilization will never be the same. 


For IBM’-PC & Compatibles on CD-ROM. 1-800-879-PLAY. http://www.microprose.com 


©1995 MicroProse Software, Inc. All rights reserved. 


omark Software gained con- 
‘sciousness way back in 1984, 
making the privately held com- 


pe one of the older kids on 


| mark with such titles as Super: 
ier, Flight sim Toolkit and Flying 
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USED IBM GAMES 
COMPLETE & VIRUS FREE; 
WITH THE ORIGINAL BOX, 
DOCUMENTATION AND 
DISKS 

1942 PACIFIC AIR WAR 22 
688 ATTACK SUB 8 
A320 AIRBUS 7 
ACES OF THE DEEP 27 
ACES OF THE PACIFIC 19 
ACES OVER EUROPE 25 
AIRBORNE RANGER 5 
ALIEN LEGACY 15 
ALTERED DESTINY 10 
AMAZON 8 
ARACHNOPHOBIA 9 
ARCHON ULTRA 21 
ARMORED FIST 22 
BARD'S TALE 1 12 
BARD'S TALE 2 13 
BATTLE BUGS 25 
BATTLE CHESS 4000 18 
BLOODNET 18 
BLOODSTONE 14 
BLUE AND GRAY U7 
BODY BLOWS an) 
BRIDGE OLYMPIAD 19 
CAMPAIGN 2 21 
CARRIER STRIKE 15 
CASTLES 9 
CASTLES 2 15 
CD - 1942 PACIFIC AIR GOLD 32 
CD - 7TH GUEST 23 
CD - ACES OF THE DEEP 31 
CD - AEGIS GUARDIAN FLEET 25 
CD - AL-QADIM GENIE’S CURSE 24 
CD - ALIEN LOGIC 15 
CD - ALIEN VIRUS 29 
CD - ALONE IN THE DARK 2 29 
CD - ALONE IN THE DARK 3 32 
CD - ARENA 32 
CD - BATTLE ISLE 2200 26 
CD - BENEATH A STEEL SKY 27 
CD - BIO FORGE 32 
CD - BLACKTHORNE 19 
CD - BLOWN AWAY 25 
CD - BLUE AND GRAY 29 
CD - BLUE FORCE 16 
CD - BUREAU 13 4 
CD - CHAOS CONTINUUM 15 
CD - CLUB DEAD (M-TV) 31 
CD - CORRIDOR 7 18 
CD - CREATURE SHOCK 26 
CD - CRITICAL PATH 17 
CD - CURSE OF ENCHANTIA 14 
CD - CYBERIA 22 
CD - CYBERRACE 19 
CD - CYBERWAR 31 
CD - CYCLONES 29 
CD - D!IZONE FOR DOOM 24 
CD - DAEDALUS ENCOUNTER 36 
CD - DAEMONSGATE 19 
CD - DARK FORCES 32 
CD - DARK LEGIONS 19 
CD - DARK SEED 19 
CD - DAY OF THE TENTACLE 19 
CD - DISCWORLD 29 
CD - DOOM 2 32 
CD - DOOM COMPANION ED at 
CD - DRACULA UNLEASHED 24 
CD - DRAGON LORE 24 
CD - DREAMWEB 24 
CD - DUNE 19 
CD - EMPIRE DELUXE MASTER 19 
CD - ERIC THE UNREADY 19 
CD - FALCON GOLD 33 
CD - FANTASY EMPIRES 14 
CD - FIFTH FLEET 29 
CD - FLASH TRAFFIC 22 
CD - FLEET DEFENDER GOLD 34 
CD - FORTRESS OF DR RADI 21 
CD - FREDDY PHARKAS 24 
CD - FRONT PAGE BASEBALL 29 
CD - FULL THROTTLE 31 
CD - GABRIEL KNIGHT 23 
CD - GADGET 32 
CD - GATEWAY 2 24 
CD - GAZILLIONAIRE 19 
CD - GOBLIIINS 2 13 
CD - GRANDEST FLEET 22 
CD - GREAT NAVAL BATTLS 2 19 
CD - HAMMER OF THE GODS 24 
CD - HARPOON CLASSICS 14 
CD - HELL: CYBERPUNK 22 
CD - HIGH SEAS TRADER 29 


CD - INDY JONES FATE ATLAN 
CD - INFERNO 

CD - INTERPLAY’S 10 YR ANTH 
CD - IRON ASSAULT 

CD - IRON HELIX 

CD - JEWELS OF THE ORACLE 
CD - JOURNEYMAN PRO-8 MEG 
CD - JUMP RAVEN 

CD - KING'S QUEST 5 

CD - KING'S QUEST 6 

CD - KING'S QUEST 7 


Most items ship 


CD - KING'S QUEST COLLECT 
CD - L-ZONE 

CD - LABYRINTH OF TIME 
CD - LANDS OF LORE 

CD - LAST DINOSAUR EGG 
CD - LAWNMOWER MAN 

CD - LEGEND OF KYRANDIA 
CD - LINKS 386 

CD - LIVE ACTION FOOTBALL 
CD - LOOM 

CD - LORDS OF THE REALM 
CD - LOST EDEN 


On orders over $75 
Choose from list below 
s Quest 5 
e > Jet ighter 2.0 
Commander 1 
e Patriot 
e ATAC 
° Conquest of Camelot 
¢ Corporation 
e cei ey 
e Space st 
8 Fro Pag Footha 
e The Pr 


the right to offer substitutions.” 


CD - LUNICUS 

CD - MAABUS 

CD - MACHIAVELLI: PRINCE 
CD - MAELSTROM 

CD - MANHOLE 

CD - MANTIS 

CD - MASTER OF MAGIC 

CD - MAXIMUM OVERKILL 
CD - MEGARACE 

CD - MENZOBERRANZAN 
CD - METALTECH: EARTH SGE 
CD - MICROCOSM 

CD - MILLENNIUM AUCTION 


FREE GAME OFFER 


“Subject to availability — we reserve 


CD - MONKEY ISLAND 

CD - MORPHMAN 

CD - MYST 

CD - NASCAR RACING 

CD - NHL HOCKEY ‘95 

CD - NOCTROPOLIS 

CD - NOMAD 

CD - NOVASTORM 

CD - OPERATION BODY CNT 
CD - ORION CONSPIRACY 
CD - OUTPOST 

CD - PAGEMASTER 


All games are tested & IBM disks virus checked 


games are in original box with original documentation 
Call for current title availibility 


WE ACCEPT ONLY 
VISA/MasterCard/Discover 
4 ¥ Money Orders/Cashiers Check 

“Call for title availibility before sending M.0.* 7 
ped same day. $5 UPS/S9 2nd ik Kir 


! for information on Canadian shipments 


GAMER’S GOLD © 1008 W. 41st Street © Sioux Falls ¢ South Dakota © 57105 


CD - PANZER GENERAL 

CD - PIZZA TYCOON 

CD - PSYCHOTRON 

CD - PURE WARGAME 

CD - QUANTUM GATE-WIN 
CD - QUARANTINE 

CD - RAVENLOFT 2: STONE PR 
CD - REBEL ASSAULT 

CD - RELENTLESS:TWINSEN 
CD - RENEGADE 

CD - RETURN OF PHANTOM 
CD - RETURN TO ZORK 

CD - RISE OF THE ROBOTS 
CD - RISE OF THE TRIAD 

CD - SAM & MAX: HIT ROAD 
CD - SHADOW CASTER 

CD - SHADOW OF COMET 

CD - SPACE QUEST 4 

CD - SPACE SHUTTLE 

CD - SPEAR OF DESTINY 

CD - STAR CRUSADER 

CD - STAR REACH 

STAR TRAIL 

CD - STAR TREK 25TH ANNIV 
STAR TREK: NEXT GENE 
CD - STELLAR 7 

CD - SYSTEM SHOCK 

CD - TFX 

CD - TONY LARUSSA 2 '94 
CD - TONY LARUSSA BB 3 
CD - TRANSPORT TYCOON 
CD - ULTIMATE DOMAIN 
ULTIMATE FOOTBALL 
CD - UNDER A KILLING MOON 
CD - UNNECESSARY ROUGH 95 
CD - US NAVY FIGHTERS 

CD - USS TICONDEROGA 

CD - VIRTUAL VEGAS 

CD - WING COM ARMADA 
CD - WING COMMANDER 3 
CD - WOLF 

CD - WOLFPACK 

CD - WRATH OF GODS 

CD - X-COM UFO DEFENSE 
CD - X-WING COLLECTOR'S ED 
CD - ZEPHYR 
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14 
17 
33 
34 
28 
31 
19 
25 
15 
32 
21 
26 


CD - ZEPPELIN 14 ISLE OF THE DEAD 9 
CD - ZORRO 19 JEOPARDY SPORTS EDITION 14 
CHESS MANIAC 5 BILLION &1 15 KGB 7 
CIVILIZATION 26 KING'S QUEST 2 11 
CLASH OF STEEL 24 KING’S QUEST 4 10 
CLUE MASTER DETECTIVE 9 KING’S QUEST 5 10 
COMPANION OF XANTH 15 KING'S QUEST 6 15 
CONTINUUM 9 KINGMAKER 25 
CORRIDOR 7 17 LANDS OF LORE 15 
CREEPERS 19 LASER SQUAD 5 
D-DAY BEGINNING OF END 19 LEGACY: REALM OF TERROR 15 
DARK CENTURY 12 LEGEND OF KYRANDIA 12 
DARK LEGIONS 19 LEGIONS - WIN 28 
DAY OF THE TENTACLE 25 LEISURE SUIT LARRY 1 13 
DAY OF THE VIPER 5 LEISURE SUIT LARRY 2 13 
DEJA VU 1&2 - WINDOWS 12 LEISURE SUIT LARRY 3 15 
DELTA V 24 LEISURE SUIT LARRY 5 15 
DOOM 2 27 LEATHEL TENDER 9 
DRACULA - BRAM STOKER 10 LINKS 386 PRO 19 
DUNGEON HACK 15 LINKS AD-ON COURSE DSKS_—- CALL 
EMPIRE SOCCER 94 12 LOOM 9 
ETERNAM 12 LORDS OF THE REALM 28 
FALCON 3.0 19 LOST FILES SHERLOCK HOLM Ae 
FALCON 3.0 ADD-ONS CALL MAGNETIC SCROLLS BUNDLE 9 
FANATSY EMPIRES 22 MARTIAN MEMORANDUM 9 
FIELDS OF GLORY 19 MASTER OF MAGIC 25 
FIFTH FLEET 28 MASTER OF ORION 25 
FLEET DEFENDER 19 MEAN STREETS 5 
Got Something To Sell? 
Follow these Easy Steps 
1. Prepare a list of the games you are selling. Call, fax, or 
mail your list to cane GOLD. 
Z GAMER’S GOI LD will a the: current buying 
prices & issue an authorization nu for your shipment. 
Games will not be acc ye accep accepted | without an authorization no. 
Price quotes are go |< 
3. Pack games in box. Wei ——n no. clearly on 
outside of box. Mail to ER*S | GOLD. Save your 
authorization no. We can estions about your 
shipment without your sumber! “a ni 
4. \f you would like to us dit to purchase 
games, include a “wish interested in. 
5. Your check will soci bac within 10-14 working 
days of receiving your games. Some “wish list” game 
credits may take shail longer to fill. 
Games will be checked for viruses & teness. 
Games must be complete with all disks, printed materials, 
& in original box. Incomplete games will be returned at 
your expense. 
FLIGHT SIM4QOR5AD-ONS CALL MERCHANT PRINCE 24 
FLIGHT SIM 4.0 (MICROSOFT) 18 METAL & LACE 23 
FLIGHT SIM 5.0 (MICROSOFT) 25 MIGHT & MAGIC 5: DARKSIDE 15 
FREE DC 5 MORTAL KOMBAT 15 
FRONT LINES 24 NFL COACHES CLUB 13 
FRONT PAGE BASEBALL 19 NHL HOCKEY a4 
FRONT PAGE FOOTBALL PRO 15 NOMAD ri 
FRONTIER ELITE 2 22 OPERATION CRUSADER 25 
FUTURE WARS 5 OUPOST 19 
GABRIEL KNIGHT 14 OUT OF THIS WORLD 12 
PANZER GENERAL 26 
PERFECT GENERAL 15 
PLANET SOCCER 17 
TO GET OUR POLICE QUEST 1 - VGA 9 
N POLICE QUEST 3 - VGA 12 
EW UPDA POWERHITS: MOVIES 12 
PRICE SHE POWERHITS: BATTLETECH 19 
ET PRINCE OF PERSIA 15 
PRINCE OF PERSIA 2 23 
Call 800-37 7 -857 8 PRIVATEER 19 
In Canada, call 605-339-2060 PRIVATEER SPEECH PACK 5 
We ‘Il mail or FAX our PRO LEAGUE BB '94 16 
latest ° hee s PUNISHER 5 
price sheet with all | quarantine 24 
our current titles! RAPTOR ( REG VERSION) 15 
RED BARON VGA 15 
RETURN OF THE PHANTOM 9 


GATEWAY 9 
GATEWAY 2: HOMEWORLD 15 
GEEKWAD 1 
GOBLINS QUEST 3 14 
GOLD OF THE AZTECS i) 
GRANDEST FLEET 19 
GREAT NAVAL BATTLES 19 
GREAT NAVAL BATTLES 2 19 
GREAT WAR 16 
HARPOON 2 21 
HEART OF CHINA - VGA 9 
HIGH COMMAND 15 
HUMANS 9 
INCA 10 
INCA 2 12 
INDY CAR RACING 22 


INDY JONES FATE ATLANTIS 18 
INDY JONES LAST CRUSADE 10 
IRON CROSS 15 


RETURN TO ZORK 19 
RISE OF THE DRAGON - VGA 9 
RISE OF THE TRIAD 25 
ROAD TO THE FINAL FOUR 27 
ROBINSON'S REQUIEM 15 
ROCKETEER 12 
RULES OF ENGAGEMENT 19 
SAM & MAX: HIT THE ROAD 19 
SEAL TEAM 14 
SEARCH FOR THE KING 7 
SECRET WEAPONS LUFTWAF 12 
SHADOW CASTER 10 
SIERRA AWARD WINNERS 19 
SILPHEED S 
SILVERBALL 12 
SIM CITY A 
SIMON THE SORCERER 13 
SPACE QUEST 1 - VGA 10 
SPACE QUEST 2 - EGA 10 
SPACE QUEST 4 - VGA 12 
SPACE QUEST 5 - VGA 17 
SPACE SIM ( MICROSOFT) 25 
SPACEWARD HO! 17 
SPECTRE 14 
SPECTRE VR 19 
SPELLCASTING 101 9 
SPELLCASTING 201 15 
SPELLCASTING 301 24 
STAR CRUSADER 19 
STAR TREK 25TH ANNIV 12 
STAR WARS CHESS 19 
STARSHIP: COMMAND ADV 11 
STELLAR 7 6 
STREET FIGHTER 2 14 
STRIKE COMMANDER 15 
STRIKE SQUAD 15 
STRONGHOLD 12 
SUMMONING 7 
SWORD QUEST 11 
SYSTEM SHOCK 22 
TAKE-A-BREAK PINBALL 12 
TERMINATOR 7 
TERMINATOR 2029 12 
TERMINATOR 2029: OPERAT 8 
TFX 19 
THE PROPHECY 8 
THEATRE OF DEATH 16 
THEME PARK 25 
THEXDER 6 
THEXDER 2 8 
TIE FIGHTER 28 
TORNADO 12 
TRISTAN PINBALL 10 
ULTIMA 8 21 
ULTIMA UNDERWORLD 2 19 
ULTIMATE DOMAIN 15 
ULTRABOTS 14 
VAXINE 7 
VIKINGS 2 29 
WALLS OF ROME 18 
WAR IN RUSSIA 25 
WARLORDS 2 25 
WELLTRIS 9 
WING COMMANDER AD-ONS CALL 
WOLF 15 
WOLFPACK 11 
WONDERLAND 8 
WORDTRIS 15 
WW2:AIR FORCE COMMAND 10 
X-COM UFO DEFENSE 26 
X-WING 17 


Prices & availability subject 
to change. Call Toll Free for 
current titles and those not 
listed—we've got lots more! 
All Used Games are 
complete & virus free with 
original box, documenta- 
tion & disks. System 
compatibility is not 
guaranteed. All sales are 
final—defective games 
replaced with same title. 
Free shipping (Regular 
Ground) in the continental 
USA on orders over $150. 


Bryan Walker comes to 
Domark via the U.S. Army. He 
was an honor graduate of the 
Initial Entry Rotary Wing Flight 
School in Fort Rucker, AL. The 
height of his miliary service 
came during the Desert Storm 
conflict where he saw combat 
in Operation Desert Shield 
while piloting an AH-64 Apache 
attack 
helicopter. 

“I’ve been into computer 
games in general since ‘77 and 
got my first TRS-80 shortly 
thereafter. My interest in com- 
puters and aviation have run 
pretty parallel. It’s odd how 
they’ve been increasing along 
side each other. (laughs). | 
move into an Apple II and got 
my pilot’s license. Moved up to 
a lIGS and started flying 
Apaches and it went 
up from there. 
I’ve had a lot 
of fun with 
both 
things.” 

He pilot- 

ed the 
Apache 
helicopter 
for about 
seven years 
before he real- 

ized that the writing 
was on the smoke trail. 

“The army was a very good 
experience for me and it gave a 


ip =) 


142 COMPUTER GAME REVIEW  # 


lot of skills, both personally 
and professionally, that have 
helped immensely in this 
job, but | had reached a 
point in my career I[where] 
had pretty much covered 

all my goals. So, | started 
looking around for some 
jobs that would allow me to 
still put my name on a prod- 
uct or do something hands- 
on that | could still be proud 
of and the background | had 
in writing reviews for comput- 


er games managed to round up 
enough contacts that | landed a 


job with Domark to take over 
their flight simulation depart- 
ment here in the U.S.” 

Walker didn’t leave the mili- 
tary before he saw combat 
though. As part of Operation 
Desert Shield he flew against 
the Iraqi Republican Guard. It 
was an experience you can tell 

will be forever vivid in his 
memories. 
“| would say it was 
one of the most 
exhilarating experi- 


undergone.” He 


joy in killing other 
human beings and 
he is adamant that 


something to enjoy. But 
Walker does acknowledge the 
rush of it all. “It was a unique 
experience and in a way, | feel 
I’m privileged to have under- 


ences that I’ve ever 


says there was no 


the experience was not 


gone [it]. It’s 
nothing to take 
lightly, at all.” 


“Right now the biggest goal 
that | have,” says Walker, “is to 
develop a simulator that feels 
real. Every simulator, bar none, 
that | have played, including 
some technically excellent 
ones, have reminded of the old 
adage of trying to describe an 
elephant to a blind man. The 
designers, the producers, 
everybody involved with the 
project didn’t know what it felt 
like to take a combat aircraft 
into battle and it showed. [It’s] 


much along the line of reading 
a Tom Clancy novel for me. You 
can tell that he’s never done it 
and because of that, the experi- 
ence is extremely sterile.” 

In order to avoid a sterile sim 
environment, Walker is working 
to create what he calls an 
“emotional immersive experi- 
ence.” He is adamant that 
“multimedia schlock” is not the 
way to do this. You cannot cap- 
ture the feel using canned dia- 
logue and full motion video, 
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Yeah! Check out the INN Web Site at 
_ http://www. imaginationnet.com 
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There's more where that 
came from rookie! 


This isnt just another football game. 
? This time it's personal. 

Join thousands of other members 
on the ImagiNation Network (INN), where 
you ll play against each other rather than 
mindless microchips. 

Match wits against another “coach” 
using real NFL players and actual '94-95 stats. 
Make strategic player substitutions and see the 
action trom up to nine viewing angles. 
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Dang! Who's No wonder Front Page === 
/ terback? Sports: Footballhasbeen = 
. named the Premier Sports AT&T 
f= mei 


Game of the Year by NDANIT D, hi ‘onapre 
Sere cher Gerring FRONTPAGE SPORTS 
World for the last three FOOTBALL 


years. So check it out. It's Reese 
easy. Just call us at 1-800-IMAGIN-I, ext. 969 to 
get your tree INN software. 

But Front Page Sports: Football Online 
isnt the only game you'll receive. You'll also get 
classic card, board, fantasy role-playing, sports 
action, flight simulation, and “edutainment” games. 


Come on, hot shot. @ 
pA & 


Are you INN or out? 


MAGINATION!. 


©1995 ImagiNation Network. All Rights Reserved. Front Page Sports is a trademark of Sierra On-Line, Inc. Offer valid to new members only. Offer expires 3/31/96. 


opines Walker. “I’m 
talking about having 
non-player characters 
as pilots that actually 
go through moods 
and have the ability to 
change as the battle 
progresses. If the bat- 
tle is going poorly 
their moods will 
change as a result and 
have that effect on 
both the game and the 
player on several dif- 
ferent levels.” 

While Walker 
believes these con- 
cepts will make for a 
better simulator he 
does concede he is on 
a mission. He explains that all 
flight sim designers owe it to 
the public to develop a game 
which reflects how real pilots— 
and soldiers—really feel. This 
philosophy comes to Walker 
out of his fear that the flight 
simulations are “dehumaniz- 
ing” the situations “so when 
people immediately begin 
thumping their chests and say- 
ing, ‘Oh well. We should go 
take Bosnia now because | can 
do it in Falcon 3.0 with the 
snap of my fingers,’ well, it 
doesn’t work that way. | want 
to show people how it really 
works.” 

This goal of creating a flight 
simulator world is a lofty one 
and in some ways it sounds 
utopian, but Bryan Walker is 
confident how to go about 
bringing his flight sim vision 
alive. “One of the things is to 


Lock and Load: Walker stands in front of the Iraqi 
helicopter he helped capture in Desert Storm. 


give the suas true abilities as 


a commander and by true abili- 
ties [| mean] the ability to turn 
down missions, the ability to 
weigh a situation given his per- 
haps his personnel fatigue 
rates or equipment damage 
level...and have the player take 
a sense of pride of belonging 
to the unit.” Walker believes it 
is not enough for a gamer to 
turn on the game just to play. 
He wants to create a flight sim- 
ulator where the gamer is anx- 
ious to see how his unit is 
doing and to see how the battle 
is going. 

Walker says the concept is 
more along the lines of actually 
participating in the natural flow 
of a battle. “In other words, we 
are putting in cause and 
effect—missions will have 
immediate affects on the tacti- 
cal and long term effects on 


the anienie situation. If he 
takes out a communication 
site—three missions down the 
road that will effect the 
enemy’s ability to defend them- 
selves. Our goal, and we are 
laying out an exceedingly elab- 
orate virtual battle field system 
that you’re going to see the 
first indications of in Flying 
Nightmares Il, [is to make] 
cause and effect extremely 
real. If you take out a bridge, 
the enemy is going to try to 
rebuild it, but you can take out 
the engineering forces. If they 
can rebuild the bridge they will 
continue to fight. If they can’t 
get the bridge rebuilt they are 
going to try other ways to 
cross a river. That is a neural 
net system that we’re working 
on and it’s far and away the 
most ambitious [part] of both 
Flying Nightmares Il and 


Apache.” 

When Walker begins 
talking about the actual 
technical requirements of 
implementing his design 
philosophies he starts to 
get secretive. He says 
there are “touchy-feely” 
things you can do ina 
flight simulator game to 
make it more immersive— 
tactile and sound things 
that pilots learn as sec- 
ond nature. Walker 
explains for him, jumping 
into most flight simulators 
is “like driving around on 
rails. There’s no sense of 
| feedback.” It’s the touchy- 

= feely things that Walker 
senses will make his flight sim- 
ulators the best they can be. 
And if that is the case, Walker 
thinks that a player will be as 
close as it comes to being a 
qualified pilot using a PC. 

Even with all the expertise 
Walker brings to the flight sim- 
ulator design game there is still 
the question of whether the 
flight simulator fans will agree. 
“Flight simulator fans are 
impossible to please,” he says. 
“You can never give them 
enough realism—or what they 
perceive as realism. You can 
never give them enough ease 
of play. You can never give 
them enough graphics. Never. 
[It’s] inevitable you have these 
closet experts, some who actu- 
ally have experience and oth- 
ers who have literary-only 
experience who are more than 
anxious to let you know what 


CGR: Do you like the idea of the periph- 
erals that are being developed or are out 
_ mow such as the cockpit type of devices 
_ that will pitch and roll as you move the 

_ joystick something akin to a virtual real- 

‘ity type of experience? 
_ BW: “They’re neat, but | think the 

- bottom line market penetration of 
those things is going to be so min- 
imal that it doesn’t really justify 
any kind of development from a 
- game company.” | . 


CGR: How about the virtual or VR head- 
sets? 
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Bryan Walkers Peripheral Vision 


BW: “They’re still at least two or 
three years away from having the 
resolutions, both the video resolu- 
tion and the tracking resolution, 
required to give a good immersive 
feeling to a flight simulator. Right 
now they're just gimmicks.” 


CGR: What about joysticks? Are they get- 
ting better? 

BW: “Yes. Finally. For the longest 
time we were dealing with a lot of 
over-priced junk, but now there 
are several different companies 


entering the high-end stick range. 


It's bringing the prices down and 
the quality up and it’s long over- 
due. | say this because | go 
through a lot of very ea priced 
joysticks.” 


CGR: What’s your favorite one? 


BW: “It's probably not politically — 
correct to say. Right now, | proba- 
bly more than any else, | use the 
CH Flight Stick Pro, but the 
ThrustMaster Pro Flight Control 
System is a nice one as well. 
Much better than their previous 
efforts.” 


You've played 


Ji 
Mortal Kombat®, Street fa 
z Fighter™ and Primal {9 
Rage” but nothing , 
ge he matches the spectacular 
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game play and visual ve 
power of Battle Beast” 7 | 
the ultimate fight game al 
> from 7th Level. 
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Battle Beast sets the standard for game play and realism on the PC. 
There’s nothing like it. Guaranteed! Or your money back. 


e Master more than 100 fight moves e Discover hidden bonus rooms and secret weapons 
e Marvel at feature-film quality audio and animation e Fire rude interactive keyboard taunts at your 
opponent e Outwit the computer's artificial intelligence « Battle it out over network or modem 


Question: What are Mortal Kombat, Street Fighter and Primal Rage? Amswer: Redundant! 
Welcome to the 7th Level. 


Game Over! 


) 


*2Z 


Visit your retailer for a free demo or download the Battle Beast Promo on AOL (keyword: SEVENTH) or CompuServe 
(GO: SEVENTH) or on the Web (www.7thlevel.com). For more information or to order, call 1-800-884-8863 ext. 107. 
O day money back guarantee. Call 7th Level fo 

©1995 7th Level, Inc. 7th Level is a registered t 


es Thrill: Take to the air 
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is and isn’t right.” He and his 
flight simulator designer col- 
leagues take a pounding from 
the “zero point zero player,” the 
people who have logged 0.0 
hours in a real aircraft, but go 
on-line and “wax eloquent” 
about what’s right and wrong 
with flight simulators. “But on 
the other hand,” he adds, “a lot 
of their feedback is extremely 
valid because the majority of 


ers walk in developing their 
games, but it is his job to strike 
a balance. In addition to that, 
“the bottom line is that the cus- 
tomer is always right. It’s just 
too often they don’t know what 
they want.” 

Walker knows what he wants. 
He wants the new style of 3D 
video cards. “Those are 
where...I really think that games 
will be referred to as before 3D 


“Flight simulator fans — 


are impossible to please. 
You can never give them 


enough realism.” 


the flight sim community has 
never flown a plane and will | 
never get to fly one, mainly 
because they’re ridiculously 
expensive.” Walker says it is | 
still his job to create the illu- 
sion of being able to pilot an 
aircraft even though “nobody 
really wants a real flight sim, 
because they would be virtually 
impossible to keep airborne.” 
In reality, even the most forgiv- 
ing aircraft are not particularly 
easy to fly. 

Walker admits it is a fine and 
delicate line flight sim design-;. 


and after 3D—because the 
bandwidth...the extra power 


these cards bring is just mind- 


boggling. Video on both the 
Mac and the PC is the major - 
bottleneck. Neither machine 
has exemplary performance 
when it comes to video speed. 
But with these 3D cards we 
now have performance. 
Performance to embarrass the 
new breed of console games. 
Now we’ve the bandwidth to 
the 1024x768 with a ludicrous 
amount of textures and poly- 
gons and shading.” 


Dogfighting in 
rspace 


Confirmed Kill will allow 
more than 500 pilots to com- 
pete simultaneously on the 
Internet. “The way we can do 
that,” says Domark’s Paul 
Baldwin, “...is we purchased a 
really really high-end server 
and we run that out of Texas.” 
Since it is an Internet game, 
players from all over the world 
can participate. Baldwin says 


- there are two playing levels. 


One is the Flight School arena 
and the other is Danger Zone. 
This will allow for younger or — 
novice players to work their 
way into the Danger Zone and 
play with the more experienced 
players. Confirmed Kill is not 
just anarchy in the air. “It’s not 
just a huge dogfight with no 
parameters. They’ll be re- 
enacting actual campaigns. 
There will be objectives.” 

To connect, telnet to the 
game and download the front- 
end of the game. Or it is avail- 
able via Domark’s web page— 
http://www.domark. 
com./domark. Once you have 
the front-end up and going you 
will have to fill out all the infor- 
mation including the credit 


card you wish to use. It’s two 


dollars an hour. Or you can set 
up a direct debit account. Once 
that is all done, you pick the 


level you want to play on and 
which of the four teams you 
want to be on. Then you take 
off with your teammates and 
sail the skies of World War II. 
When you look at the game 
screen you will be able to see 


the other player’s name by 


their aircraft and you'll know. 
who is on your side. There will 
be about 60 different planes to 
chose from including the P-51 
Mustang, Japanese Zero and 
the German Messerschmitt as 
well as some aircraft that have 
never before been al ueted 
for a game. 

The virtual world is freeform, 
but as your pilot gains experi- 
ence he also gains points. 
These points will go toward 
who calls the shots on your 
team. The points will have 
some control over the cam- 
paign much like Domark’s 
Super VGA Harrier. . : 

_If you’d like to join the some 
3,000 other people who have © 
been play-testing Confirmed 
Kill you better hurry. The ser- 
vice launches in November. 
Until that time you can play for 
free. The boxed version will 


_ come out in December and you 


can play CK as a stand-alone. 
Once you have nurtured your 
pilot, you will be able to use 
that pilot on the Internet. 

- Steven Greenlee 
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CGR discusses life, games and VIRTUAL HELL 
with Magnet Interactive's Vigay Lakshman 


Vijay Lakshman is the designer 
of the still popular The Elder 
Scrolls: Arena, but to him that 
was a long time ago. He is very 
busy making Pinhead and his 
Hellraiser world come to life on 
the computer screen. Vijay says 
he is already in the preliminaries 
for next year’s game, tentatively 
titled Lords of Hell. Lakshman 
claims it is not a Hellraiser world 
game, but places the gamer in a 
Master of Magic mixed with 
Doom and a dash of CyberJudas. 
What better month for Steven 
Greenlee to talk with Vijay than 
this one about Hellraiser and 
boxes and pleasure and pain? 


=“ First things first Vijay, i hear you 
e found a better half. 
ijay Lakshman: “I guess she 
uld be my better half 
Barons). Yeah, I’m getting | 
married. I’m getting married 
in about a week, actually | this 


vous. | think I’m in ant & 
(laughs) : os 


CGR: Is she marrying you bec Se 
you or because of the gam 2 

_ make? oe 
VL: “Definitely becau of 
met her. . (laughs) 


CGR: Are you going ona h 
VL: “Yeah, | think so 
right away though, b ause — 


as you know we are slaves to | 


the gaming empire and gam-— 
ing empire dictates that 
Thanksgiving and the next 
three months are inviolate— 
we don’t have holidays, so 
we'll probably go earlier in 
the year.” 


CGR: You are the managing director of 
Magnet Studios. Does this mean you’re 
going to have less hands-on work 
with the games? 

VL: “Initially, | found that |! 


Vijay (top) with his development team. 


was staying about 12 to 16 
hours a day managing it and 
zero time designing it. That 
was for about like two weeks. 
Now things have calmed 
down. | have a [lot] of very 
talented producers and 
they’re definitely shepherding 


their projects through to 
_ completion. | don’t have to 
weekend and I’m already ner- 


actually stand over their 


_ shoulder to see what’s going 

_ on. So, I’m able to devote my 

_ time back to Hellraiser and 

_ Monster Island. And next year 
| think I’m going to be limiting 


myself to one game ata 


: COR: - cooing ot icon, how is it 
coming along? — | 
VL: “It is very interesting. It’s 


funny because everyone 
thinks their game is the best 
and you know it’s going great 
and that kind of stuff. We 
schedule, we map it out for 
however long the project is 
and every fourth of the pro- 
ject we go through a design 
review. Basically, the game 
designers get together and 
dissect the design and make 
sure that’s what we’re still 
going for. That’s what we’ve 


learned in the time we’ve 
done things. If there’s any- 
thing new we want to add 
and stuff like that. You don’t 
really realize how much has 
gone into the game until 


‘ you’re near the third or fourth 


design review. Hopefully, 
there are few changes being 
made but you get a chance to 
see how all this content is 
coming together. | have to 
say personally that up till 
now, I’m just like everyone 
else on the team—l’ve only 
seen the parts, but when we 
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sat down and actually looked 
at the entire content of what | ae 
[we’ve done] | was amazed. _ 
This is going to be one of the 2 
most complex horror role- | 
playing games that I’ve seen 2 
to date. We have some very ~ 
interesting areas that nage ne 
are going to be able to adven- 

ture and explore—if they are 
able to stand the tension.” 


CGR: How is it that you capture horror 

on a computer screen? 

VL: “It’s funny and this might 

not sound huge...obviously 
visual[ly]. The visual genre 

itself is what human beings 
convey almost 70% of their 
information through, but it’s 
funny, in a computer game, a 

lot of people don’t put the 

time it takes into sound—in 

the horror genre especially— 
especially when you use 3D 
sound which actually simu- | 
lates directional sound com-  —y 
ing from around you. If you’re _ 
wearing a pair of headphones 
and playing our game yout 
will hear something behind 
you. You will, | hope, turn and 
look because it can be...the — 
way we’ve used the lighting 


in the engine and the visual 
effects combined with the 
sound and the way that 
works—it really does create a 
very frightening experience 
in which you are not just 
watching a movie. You feel 
like you’re actually in it.” 


VL: “Well, we have two pro- 
grammers, Robert Knaack 
and Jim Reichert and those 
guys have dedicated them- 
selves to creating and main- 
taining the engine that we’re 
using. The engine itself runs 
at a decent rate. Obviously 
we haven’t finished optimiz- 
ing, so we're still looking at 
framerates around 15 to 18 
frames per second, but | have 
a feeling once we’re finished 
we'll be in the 20’s. That’s 
more than respectable for a 
role-playing game. We able to 
run at three different resolu- 
tions: 320x240, 640x 480 and 
1024x768, so | think the 
engine and the programmers 
have created and maintained 
an environment in which it’s 
not only going to be fun now 
for people, but it’s going to 
have legs to carry it though 
the new P6 machines. 

“In addition to that, | have a 
guy, John Whitmore—he’s 
got a masters in religion and 
religious studies—he’s the 
one bending the story to a 
more gruesome, more dis- 
turbing, theological undercur- 
rent which is what Hellraiser 
is about. Obviously, there’s 
the S&M aspect to Hellraiser, 
but we’re trying to also pull 
in this story that involves you 
actually being trapped in a 
virtual creation, a virtual 
domain of Pinhead He’s look- 
ing for a conduit out. As one 
travels through this area they 
create conduits that allows 
one to traverse back. In 
essence, Pinhead is trying to 
help you out out of the area 
so he can follow you and in 
essence you're trying to stop 
him, but not remain trapped. 
It serves as an interesting 
counterpoint. 

“On top of that we have 
‘Bryan Brossart who | think 
you guys are familiar with. 
He’s responsible for many 
titles right now as far as art 
goes that came out of 
Bethesda. Brian is leading up 


our team, (Mat Weathers and 
Jamie Lloyd) and they’re 
doing all the characters on 
SGI machines and they’re 
really kicking butt, making 
some things that are not only 
terrifying but gruesome and 
look awful. I’m hoping that 
the talent that’s come togeth- 
er there is going to put a 
game together that’s going to 
make people really happy to 
play it...at least happy with 
the experience they get.” 


VL: “Our programmers put 
together a unique...well, | 
can’t say unique because I’m 
not that familiar with the 
packages that other people 
are using proprietary-wise, 
but | have to say that the edi- 
tor...they put together a 
game editor for us that 
allows us to do everything 
from placing walls to placing 
triggers, placing traps, actu- 
ally writing scripts that let 
you name a certain object. 
For instance, you can name 
any object in the world some 
name then you can set the 
trigger so that something 
else happens. You can tele- 
port if you pick up an object 
that you’ve named to a new 
location. It’s an extremely 
powerful scripting language 
that allows us to really take 
advantage of the world. The 
best thing about the editor is 
it’s done all in real time. It’s 
actually a 640x480 resolution 
editor in which this 320x240 
window is open that actually 
shows you the game world 
you’re messing around with. 
So when you put a wall in 
you actually see the wall 
move based on how you 
want to move it and you can 
actually attach it exactly the 
way you want it to look when 
someone enters into the 
room. Our engine is able to 
do smooth, curved walls so 
we are able to do these 
snaky passages and 
columns, things like that. So 
it is very important that the 
person editing the game is 
actually able to see what’s 
going on in the actual world. 
When he places an object, 
when he places a monster, 
when he wants to place a 
sound or anything, he can 
actually play in it in real time 
without actually leaving the 
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editor. | think that’s an incredi- 
bly powerful tool for the 
designers.” 


CGR: | guess it would be nice to be 
able to see what you've just done. 

VL: “Yeah, it is. I'm always 
amazed. It’s always hard to, | 
guess, to get a bunch of peo- 
ple together, personality aside, 
to work. You always worry 
about that as producer. You 
worry is everyone going to 
mesh? Is everything going to 
happen correctly? But it’s 
amazing, I’m really proud of 
these guys and what they’ve 
done and the game itself is 
stellar. We are in the final 
throes of putting together the 
levels and putting together the 
monsters and after that comes 
the most important part of the 
production which is starting to 
actually hammer out the game 
play and the whole balance of 
the game. We're excited.” 


CGR: You mentioned the SG! machines 
earlier. Does this also mean you are 
doing special effects for the game? 
VL: “We're utilizing the SGI 
machines for everything that 
they are good for. 3D Studio is 
a powerful package. It’s able 
to do most everything you 


__ need to do in a game at the 
resolutions we’re speaking 


about quite well. And in some 
respects it’s faster in develop- 
ment because it’s not actually 


as complex to create a model 


ine oeabee on it. 


Ne incredibly good at some 
a ee one blows the 3D 


| t to what a human would move 


like. We can use motion cap- 
ture. We can do a lot of things 
_ that allow. us to make art that 


| is the standard, | think, that 


games demand now. Every 
game that comes out has [to 
_ have] something good about 
_ it. The games that are mega- 


hits are good in many things 


and one of the things we don’t 


want to skip on is the art; we 
don’t want to skip on any part 
of it, the art, programming, the 
sound and the game play. SGI 
helps [us] get to that plateau.” 


~ COMPUTER GAME REVIEW 


CGR: Let’s see, you also have some 
video incorporation, is that correct? 
VL: “Yes.” 


CGR: Is this with the original movie 
Pinhead? 

VL: “Yes it is. It is the actor 
who played Pinhead in all the 
movies. Fifth Avenue 
Entertainment who licensed 
the property to use was kind 
enough to allow us to use 
pretty much any resources we 
need. Obviously they’re very 
interested in the Hellraiser 


license not being jeopardized. 
Since we want to keep the 
integrity of that license and 
the integrity of Clive Barker’s 


- vision we don’t want to make 


it a Doom shooter because 
that’s not what Pinhead or 
Hellraiser is about. We were 
given a lot of help and a lot of 
support from them to make 


‘sure that we carry through 


with exactly what needs to be 
done for the game. Part of that 
was we wanted to do movie 
shoots to pump up the ambi- 
ence of the game and also to 
carry the story through with a 
live actor. We have another 
video shoot scheduled in 
October. We’ll be doing that 
on location outside because 
there are portions of the game 
in an outdoor area. I’m trying 
to skirt the issues because | 
don’t want to give away the 
game, but in essence we did 
shoot last January and 
February, | believe, this year 
and we shot about 35 minutes 
of video with Pinhead. You 
know on quality video—35mm 
film. We had him read a bunch 


of lines. Doug Barnettwas 
helpful in writing the dialogue, — 
directing and helping out with Wi 
Pinhead and his acting. We're 


probably going to be using — 
some more voice-overs and 
things like that. Fifth Avenue 
has been nothing but kind in 
helping us keep to the license. 
| really appreciate the help 
from them.” 


CGR: How hard is it now to build a 
game around video characters com 
pared to Arena? 
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VL: “I guess could [answer] 


that question a lot of different 


of ways. If you mean how hard 
is it to create a game in which 
video characters are part of 
the game? | feel that full- 
motion video, if it’s included 
in game play [and] we just 
composite him into the game, 
it always has that composited 
look and it tends to pull away 
from the game play because 
you're looking at this guy and 
saying ‘wow, he looks really 
real, but the environment 
looks really gamey.’ | think 
video can be very effective in 
game if it’s used like some of 


_ playing.’ If we simulate reality 


the effective video sequences 


_in the games out there like 


ne Commander [lll]. If it’s 
sed to further the story and 


used effectively to create 


atmosphere and create ten- 


_ sion and plot then | think that 
_ video is incredibly useful in a 
Se eee. Ihave a feeling though 


S the i icing, which is what | con- 
sider video, the heart of the 

- game still has to have great 

_ game play. It has to be fun to 
play. You have to actually sit 


down and say to yourself, — 
‘wow, thisis something! 
would spend a week or two ~ 


so well that it’s no different ae 
than looking out your window a8 
there’s no point in playing a 
game.” 


CGR: Is game play something youcan 
quantify or verbalize or do youhave an 
idea of what you want to happen andit = 
just kind of evolves that way? 

VL: 'l think game play is no 

single person’s call on the 

team. While I’m a producer 

and as a producer you can 

make a call on something, | 

think the strongest games are 

the ones in which the entire 
team participates in th 3 
play test and you go 
the majority of people 
fun. There are certain restric- — 2 
tions to that. The designerhas 
to have the ability to continue = 
to carry the story and if ‘some re 
people don’t like acertain part = 
of the story you don’t dump it 

out. But, if there is a legitimate 

thing from the team saying 

‘this part was really fun can 

we do this again,’ or if they | 

say, ‘this part really wasn’t 

that fun,’ it is incumbent upon 

the designer to sit down and 

go ‘hey, why was this not fun? 

Was it not presented correct- 

ly?’ Or, ‘what about wasn’t 

fun?’ | think as long as 

designers keep their minds 

open for that and they’re able 

to take feedback from their 

team (which has just as much 

stake in the game as he does), 

then he’s going to have a win- 

ner game on his hands. 

Companies that allow a team 

to foster that sort of interac- 

tion between teams are the 

ones which are the most suc- 
cessful.” 


CGR: Going back to the sound again, 
how are you getting this 3D sound tech- 


nology? 
VL: “We are actually investigat- 
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CGR: If 1 don’t do this Intervier 
you're not going to take my soul are 
you? 

Doug Bradley; “Well, let’s 
get through the interview. 
You may get the call.” 

of evil? 

DB: “If that is what he is, 
then the answer is yes. | 
mean it’s certainly fun to 
play the character, yes.” 


DB: “Parts of that answer 
are private. | don’t know all 
the answers and | don’t nec- 
essarily want to, because it 
is useful to me to keep some 
certain amount of it a mys- 
tery for myself. One of the 
interesting things for me [in] 
doing the first film was | set 
off assuming | was playing a 
monster in a horror film. As 
the film progressed, | began 
to feel that less and less and 
to feel increasingly that the 
real monsters in the film 
were the humans, Frank and 
Julia in particular. The 
Pinhead was more of an 


impartial judge to the proceedings. It’s diffi 


cult to pin him down, if you pardon the 
expression, of being an embodiment of evil, 
because he’s not something that’s going to 
leap out at you from dark corners by the 
rules of the game we observed in the first 
two films. | think the line from the third film 
was, ‘I think the innocent are safe.’ If you 
never come into contact with the puzzle 

- box, if you do come into contact with the 
box but you never manage to solve the puz- 
zle or even if you do solve the puzzle but 
you don’t do it with the right motivations 
you'll never encounter Pinhead. Encount- 
ering him in a way is really encounter[ing] 
yourself, because you've put yourself in 
that position. Beyond that | would kind of 
describe him as a sado-masochistic high 
priest from hell.” 


trayal of Pinhead for the g: 


154 COMPUTER GAME REVIEW 


DB: “Well, it was a com- 
pletely different experience. 
Pete Atkins had scripted 
the lines, but you have to 
bear in mind that I’ve seen 
nothing of the game. The 
process for me was while 
we were shooting Hellraiser 
IV in Los Angeles. On one 
of my Sundays off | went 
down to the studio, | got 
into the makeup and cos- 
tume and then | spent a 
long day standing in front 
of a green screen with a 
series of lines and actions 
completely in the vacuum. 
They didn’t relate to any- 
thing else, therefore they 
didn’t have the structure of 
a screenplay. It was simply 
me giving lines to the cam- 
era in character. “ 


DB: “I can only answer that 
when | see.” 


DB: “You can’t stop this 
happening. To some extent 
if you sit around and © 
worry about 

integrity 

of character om 
you'll never do anything. I’m/fairly ~~~ 
confident that we will have managed to, 
within the parameters and the nature of 
interactive video game, that is 
know when they see it thaf;.‘Oh 
is the real thing,’ because it will we 
Pinhead and sound like Pinhead, both in 
terms what and how it’s being said ; 
because it’s me delivering it. Sor mf Oy 
happy about that.” SS Be _&y 


DB: “No. No. We will at the appeara ini 
computer games because without ques 
these kind of spin-off games will become , 
almost standard, you know, like the m 
chandising doll, the mugs, the a7 
blah, blah, blah. There will be the vid 
game spin-off to go with it. It’s a handy little 
extra for actors—it’s got to be said, and 
that’s not unimportant by any means.” 


; 
?, 


DB: “l am becoming far more well-known 
because of having played Pinhead and 
because of the success of the character and 
the success of the movies, yes, | am aware 
that. | am very careful to keep a distinction 
between me and Pinhead. It’s kind of impor- 
tant that | do this.” (laughs) 
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ing a couple of different propri- 
etary softwares to allow us to 
do that and we are also writing 
our own. Essentially it’s a pret- 
ty simple...uh, no it’s not sim- 
ple. It’s a technique in which 
you modulate the frequency of 
sound as it’s output to the 
headphones. 3D sound doesn’t 
work well if your speakers are 
out in the air because you 


ns that the 
oming from a cer- 


| “son POV V [point of view] action 
game except that we're a role- 
playing game so we can't roll 
like in Descent. We can walk 


around in our environment just 
like Doom.” 


CGR: Are you pushing the limits of 
capabilities of a 486/66 DX with this 
game? 

VL: (laughs) “I think we punted: 
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ne 


the DX out across the field so, 
(laughs) we’re really pushing 
it.” (laughs) 


CGR: So you like the power of the 
Pentium? 

VL: “Yeah. | mean it’s an easy 
machine to write for. With the 
advent of Win 95 it makes... 
you know, every programmer 
I've had so far in house is sali- 


vating over the fact that Win 
95 came out. While they are 
frustrated with the game SDKs 
and their delay, | think that 


€ everyone acknowledges that 
this is finally something that 


we'll be able to program for 


_ and make really awesome use 


definitive in some areas and 
very nebulous in others. The 
one thing we don't address 
that much is...well, | shouldn't 
really say. Uh, there is a lot of 
freedom for us to do what we 
think is right for the game, but 
there [are] also certain restric- 
tions. For instance, we know 
that in [the] Hellraiser universe 
there is nothing generic about 
the characters. There is no one 
you can typify as an angel. Or 
typify as a devil. In fact in the 
first series of Hellraiser 
Pinhead and his followers 
were angels to some and dev- 
ils to others. They were har- 
bingers of pain, but pleasure 
through pain. Through that I 
think that the universe 
itself...are we a generic hell — 
like Doom’s hell? No. Do we © 
have many different environ- | 


ments in which some might 


reflect as hell while others 
think that other areas are hell- 
ish? Yes. There are nine differ- 
ent areas in which you tra- 
verse in order to find out 
what’s going on. | guess you 
can call them levels, although 
each one has three or four dif- 
ferent levels in it. You travel to 
places such as the Mansion of 
the Damned to the catacombs 
which are right out of 
Hellraiser Il. It’s hard, | guess, 
to typify what that is compared 
to what Dante’s hell is or 
something like that. | think that 
Clive Barker had a very clear 
vision of what he wanted deliv- 
er as hell and we are trying to 
stay true to that.” 


CGR: Are you designing the game so 
that it reacts to the user in a more 
unique way than what we’ve seen 
before? 

VL: “We’re doing some [of 
that], | think, some very innov- 
ative things. Game[s] up to 
now on the computer ha[ve] 
often degenerated into a scav- 
enger hunt, not that that’s nec- 
essarily bad. If it’s pulled off 
really well you enjoy it. But we 
wanted to try and explore 
something a little more...while 
you have to find certain things 
to help in your quest, we want- 
ed to change the paradigm of 
why you're doing this. Your job 
in hell isn’t so much to defeat 
Pinhead or to kill him, like you 
would in an action shooter. 
Your job in hell is to learn 
enough of the environment 
that, A: you can manipulate 
[it], because it is a virtual envi- 
ronment and you are jacked in. 


So, there is a body outside 
somewhere and it’s your 
brain’s representation of hell. 
And B: what you really want to 
do is restore a certain balance 
between hell and the other 
powers that govern the bal- 
ance there. Obviously Pinhead 
has skewed the balance [in] 
his favor in this environment. 
Part of the secret of the 
game...uh, | don’t want to give 
anything away, but part of the 
secret of the game is this 
whole notion that as you tra- 
verse certain areas, he opens 
conduits back along the path 
you came down. That is very 
integral to the finale of the 


game in which to restore the 


balance there needs to be a 
certain conduit opened and — 
that conduit can only be 
opened through sacrifice. 
What type of sacrifice | can’t 
say. But it is a different type of 
resolution to a game than | 
have seen before. On top of 
that, you have a box which is 
both tempting and dangerous 
to use. It has symbols on it 
and as you go through and 
meet the maker of the box you 
learn more about the symbols. 
But at some point you realize 
that all these people are still 
trapped here and none of them 
have figured out how to leave. 
Therefore, you [can’t] rest on 
the crutch of their advice and 
take that intuitive leap forward 
in order to escape. | think that 
comes through understanding 
what the box does and how it 
does it. If you can figure out 
that cipher and that’s more of 
a reasoning exercise...you re 
going to do very well in the 
game. The game certainly has 
it’s action elements and while 
it is scary, it really forces the 
player to use his own wits and 
what he’s learned to succeed. 
There are places you can win 
by shooting something, but 
that isn’t the point of the 
game. That isn’t the point of 
the Hellraiser movies. | hope it 
traverses a new standard and 
sets a new standard in which it 
isn’t so much beating the bad 
guy that wins, it’s being 
smarter than the bad guy. 


CGR: Are you having fun doing this, 
Vijay? 

VL: “Yeah. (laughs) Absolutely. 
(laughs) This is it. lf anyone is 
thinking about being a game 
designer, if you manage to get 
a break to get in, do it. It is the 
best job in the entire world.” 
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movie or the theater. Explore the limits of emotion and discover startling things about them and yourself. 
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Prepare to do battle in the Battletech universe 


7 esults. The 
Keshik is 
interested 
only in 

. results, new- 
bia, He rewards only 
those pilots who have 
proven themselves wor- 
thy on the field of battle. 
If you can take out a 
star of ‘Mechs with only 
minor damage to your 
own, the Keshik will 
begin to take notice of 
you. If you fail in any 
of your primary duties 
during a tour, the 
Keshik will be...less 
than pleased. That is 
the overriding concern 
of all ‘Mech pilots: fail- 
ing the Keshik means 
dishonor in the eyes of 
the Clan. Honor is the 
reason the Clans fled 
the Inner Sphere. When 
General Kerensky led 
the exodus of the Inner 
Sphere military forces, 
he did so only because 
he felt that the Houses 
of the Inner Sphere had forsaken 
their honor, and were trying to 
undermine the honor of Inner Sphere 
society. 

Your BattleMech will become your 
universe, newbie. It is the only thing 
that stands between you and certain 
death at the hands of your foe. 
Although your ‘Mech will be issued to 
you prior to each attack in a default 
configuration, you will be responsible 
for optimizing your ‘Mech. Depending 
on the attack situation, you must 
decide, through hard-won experience, 
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whether or not to customize your 
“Mech. You can change engines, 
armor, weapons loadout, etc. Heat 
buildup will become a very real issue 
in your life, and you'll need to do 
everything in your power to dissipate 
heat from your ‘Mech. All of these 
elements are, to say the least, expen- 
sive. You are expendable. Your ‘Mech 
is not. Make no mistake about the 
distinction, newbie. 

We are testing out a new control 
schema with your BattleMech; it has 
been installed in perhaps one percent of 


ee Happy hunting, MechWarrior! You'll become intimately familiar with all of this ‘Mech’s inner workings as you progress 
along your path to Il-Khan. 


our forces. The standard neurohelmet 
has been replaced with a combination 
of controls. You'll need to be very 
comfortable with these controls 
before you will be able to take on 
missions and expect to have any 
chance of success. To paraphrase 
someone in a galaxy far, far away, 
“Use the mouse, Luke.” Your turret 
control will be exceptionally quick, 
especially when compared to key- 
board control. You'll also benefit from 
the mouse’s precision. Joystick con- 
trol of the turret is poor, at best, even 
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with the dedicated port we installed in 
your ‘Mech. The joystick is much bet- 
ter for control of the ‘Mech’s steering, 
where precision is not too important a 
requirement. For that matter, some 
‘Mech pilots forego the use of the joy- 
stick at all, preferring instead the 
keyboard/mouse combination. It takes 
some getting used to, but that’s what 
the training grounds are for. 

What the training grounds won't 
teach you is proper use of your jumpjet 
systems. There are two reasons for this, 
and I don’t want to hear any whining 
from you about either, prebirth! The 
first is that jumpjets are spectacularly 
expensive. The Clan can’t afford to have 
you destroying equipment in foolhardy 
joyriding stunts. The second is that 
jumpjets only work on certain models, 
and they work in different ways on 
each. The only place to become profi- 
cient in jumpjet use is in the field. 
You'll have to figure out how best to use 
them, but here are some pointers about 


Even with only three legs left, the T-5 
recon unit can still make it home. 


certain ‘Mechs. By far the most interest- 
ing jumpjet configuration is the imple- 
mentation on the Nova. You'll go 
absolutely nowhere in terms of vertical 
motion, but you will positively scoot in 
the horizontal. This makes the Nova 
incredibly difficult to hit; team that 
with the Nova’s excellent armor possi- 
bilities and you have a nearly indestruc- 
tible machine. If it’s vertical leap and 
overall hang time you're interested in, 
configure a Jenner with 10 jump jets. 
Be very careful not to let your jump 
charge run out, as a hard landing in the 
somewhat fragile Jenner can spell 
instant fiery death. On the other hand, 


ae. Your satellite uplink can help you get a 


better idea of what’s what. 


See eee se seceesccesssesesesesccssece 


-_ Y’know, that just can’t feel too good. The special camouflage on these ‘Mechs wasn’t built into the 


game, but word has it that it will be in the ‘Mech Construction Kit add-on. 


if you can manage a landing on top of 
an enemy ‘Mech, you can usually cripple 
at least one major system. This tactic 
works very well against the Dire Wolf, 
but only if you can surprise him from 
behind. Beware, though: you are much 
more prone to damage in the air than 
on the ground, and the Jenner isn’t 
much in the way of armor. All in all, 
most beginner ‘Mechwarriors won’t need 
to bother with the intricacies of jump jet 
piloting, while those who are dedicated 
to doing things the hard way will not 
Survive without them. 


pecific missions from both 
the Jade Falcon and Wolf 
clans are now available in 
the ‘Mech simulator. Do 
things my way now, and you 
won't regret the loss of your ‘Mech later. 


MISSION: ARMOR VEIL 

Jade Falcon Clan 

Your mission is to defend an airbase 
from enemy attack. Visibility is 
extremely limited. Airbases and other 
structures are, to point out the painfully 
obvious, fragile. There are a total of 
eight enemy ‘Mechs, and they will try to 
choreograph a graceful dance with you. 
If you go chasing after any one foe, 
another team will be dispatched to 
destroy the airbase behind you. This 
does not mean that you can ignore a foe 
if he starts to run away from you. Let’s 
begin with ‘Mech customization. 

The default ‘Mech for Armor Veil is 
the Warhammer IIC. This is an excel- 
lent base, but it will need some work. 
Outfit it with two LRM 10s with two 
extra ammo packs apiece. Mount two 
large and two medium ER lasers. These 


On turret control: 


To paraphrase 
someone in a 
galaxy far, far 
away: “Use the 
mouse, Luke.” 


lasers provide much better range than 
their pulse counterparts. Stick with the 
standard 320 engine, as you'll be load- 
ing up with 14 tons of heat sinks. Put 
the medium lasers on the arms, and the 
other weapons and ammo on the left 
and right chassis mounts. 

Once in battle, you'll need to link the 
missile batteries in group two. Do not 
use the linked fire button for group two: 
doing so will waste missiles. Target 
locks are very important to this mis- 
sion, but with the rolling ice terrain, 


Your Clan Hall (in this case, Jade Falcon) 
is where the action starts. 
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aim your missile shots over the top of 
the target reticle. This will help the 
missiles avoid impacting on land. The 
first two ‘Mechs will come from the 
north, the second two from the east, the 
third pair from the southwest, and the 
fourth pair from the west. If you can 
disable or destroy the first six, feel free 
to roam out after the other two. Your 
starmate should be sent after the first 
two enemies; if he survives, target the 
airbase and order him to defend it. This 
will give you the breath- 
ing room to make light- 
ning strikes on the other 
enemy ‘Mechs. Note: 
Your twin large ER 
lasers have an effective 
range of over a kilome- 
ter. They are incredibly 
useful against damaged 
‘Mechs. Use them wisely. 


MISSION: COLD 
CRESCENT 

Wolf Clan 

This mission pits you 
against a group of ‘Mechs 
guarding a terraforming 
station. It requires an 
ingenious combination 
stealth and speed, and is 
by no means a walk in 
the park. The mission 
requires you to destroy a 
Jade Falcon patrol ‘Mech, 
a Mad Dog, and assume 
its identity. Needless to 
say, you'll be piloting a 
Mad Dog as well. 

Let’s talk loadout. The 
optimal configuration that 
I’ve found is as follows: 
300XL engine, 13 tons of 
heat sinks, standard internal structure 
technology, 8.5 tons of Ferro-Fibrous 
armor, two LRM 10s with three ammo 
packs apiece, two medium ER lasers 
and two medium pulse lasers. Combine 
the LRMs, ammo and ER lasers along 
the sides of the torso and put the pulse 
lasers on the arms. Distribute the 
armor and heat sinks as you like. This 
configuration works exceptionally well, 
as the ammo packs for the LRMs are 
well-protected in the critical armor 
housing of the torso. The shorter range 
of the pulse lasers will not be needed 
later in the mission, so having the arms 
of your Mad Dog amputated will pre- 
sent you with no particular problems 
unless you get them blown off early. 


As you begin the mission, link the two 


LRMs in group two. As always, never 
fire the group two chain unless you are 
absolutely positive that your shot can- 
not miss. You'll make much more head- 
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way against the enemy by firing them 
individually. The target Mad Dog will 
show up on your radar immediately. 
Run toward him at an angle with your 
LRMs armed. Twist your turret to face 
him and fire as soon as you are clear. 
Close and finish with your lasers. Do it 
quickly, or he’ll be able to get an SOS 
out and the mission will be severely 
compromised. After he is dead, proceed 
toward your next waypoint. This will 
take you within scanning range of a 
base, where your IFF will be scanned 
and, hopefully, accepted. Follow the 
monorail to the front gate of the 
Terraformer complex. The gate will 
open automatically at your approach. 


Cut your teeth in your Clan’s Training 
Arena. 


Take out the three ‘Mechs guarding the 
complex with instinctive barrages of 
missiles and lasers. If you can manage 
it, turn left and use the exhaust tube as 
cover. Firing your missiles over the top 
of the tube should score you some good 
hits while your legs will be protected. 
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Go ahead, attack the palace. Kill the 
monarch. Enjoy yourself! After all, what 
else is shore leave all about if not relax- 
ation? 
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Easily the biggest structure in the whole game, the Terraforming Unit is a tough monster with an Achilles’ heel. 
Fortunately, it can’t shoot back. Unfortunately, it’s well defended. 


Find the exhaust port and blow it up. 
This opens the way to the terraformer 
core. Blow it up and run like hell. Once 
you've passed the minimum safe dis- 
tance, feel free to take on whatever you 
like. Good luck, Mechwarrior. 

- Ted Chapman 


Your dropship is your ride home. Fail to 
return and it'll leave without you. 
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Pixis Adult Sampler 
Playboy Screen Saver 
Pleasure Zones 

Poker Party 

Priority Male 

Private Line 

Samurai Pervert 
Seymour Butts 2 
Seymour Butts Interactive 
Southern Beauties 

Space Sirens 

Sweet Cheeks 

Swimsuit and Lingerie 
T&A to the Max | 

T&A to the Max 2 

T&A to the Max 3 

T&A to the Max 4 

T&A to the Max 6 

Taste of Erotica 2 

Tokyo Dream 

Tokyo Nightlife 

Traci I Love You 
Treasures of Spice Sample 
Urotsukidoji 3 Pak 
Vampire Kiss 

Virgins 2 

Virtual Sex 

Wander Lust 

Wet Dreams 

World of Pin Ups 
Worlds Best Breasts 
Worlds Best Butts 

Zane Interactive Sampler 


Price and availability are subject to change. U.S. orders- $5 Shipping for entire order, $10 UPS 2-day, $18 UPS overnight. 


National CD-ROM « 800-237-6613 - 11005 Indian Trail Suite 101-A Dallas, Texas 7$229 
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WHEN IN DALLAS, VISIT OUR WALK-IN SHOWROOM & STORE 


WE WILL MEET OR BEAT | THIS PUBLICATION! 
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$79 
$29 
$39 
$33 
$29 
$24 
$43 
$39 
$19 
$19 
$13 
$12 
$17 
$25 
$29 
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$25 
$35 
$39 
$19 
$18 
$49 
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It all comes down 
to you against 
the bad guy... 


eneral Rom Mohc had 
been defeated at every 
turn by yours truly, but 
the Dark Trooper project had 
still been going ahead. It was 
time for a showdown between 
Mohc and me, with me betting 
the future of the Rebel 
Alliance and him betting his 
life. To defeat him, I’d need to 
get to the Arc Hammer, a 
Super-Star Destroyer, which 
was the location of the facili- 
ties that created the DTs. 
To destroy the ship, I’d need 
to plant three sequencer 
charges at various locations on 
board. Once done, I’d have 
time to steal a Shuttle and 
high-tail it home, providing I 
also managed to live through 
the barrage of enemy troops. 
Standing in my way 
were the best and bright- 
est of the Empire (which 
might not be saying that 
much, frankly). There 
were also an undisclosed 
number of functional 
Dark Troopers to contend 
with. I had to drop a cou- 
ple of them with the plas- 
ma cannon and missiles 
on my way to the first spot 
for a charge. This area was 
guarded by gun turrets, 
which nearly dropped me in 
my tracks. 

The second spot for a 
sequencer charge was guarded 
by a couple of prototype DTs, 
who went down quickly, 
thanks to my handy rockets. 
From here, I worked my way 
to the third charge. Blasting 


My approach to the Arc 
Hammer was a bit tense. 


j(fyJ) COMPUTER GAME REVIEW 


Here is General Mohc in all his glory. His battlesuit was about twice as 
tough as that of a fully functional Dark Trooper, and he had additional 


weapons as well. 


through this one, I knew that I 
had to get off the ship or [’d die 
in the explosion. There was a 
Shuttle bay not too far from 
the location of the third 
charge, so I headed there as 
quickly as possible. It was 
time for the real work. 


Lord Darth Vader is going to have a tough 


time explaining this to the boss. 


I descended down a very long 
elevator shaft and turned a 
corner. Here I was greeted by a 
couple of Stormtroopers and 
two Dark Troopers, who were 
soon joined by a third. The 
firefight was intense, but 
through dodging and firing 
quickly, I made short work of 


| was often beset by Dark 
Trooper prototypes. 


them. Dropping down to the 
main floor, I opened the doors 
that I could, encountering a 
fourth DT. Since I was used to 
fighting two or more at a time, 
fighting one was easy. 

Then I opened the last door. 
Behind it was General Mohc 
clad in double-strength 
Dark Trooper armor. He 
had all of the offensive 
capabilities of a DT, plus 
he had a smart missile 
launcher that released 
numerous tracking mis- 
siles at a time. I bobbed 
and weaved around, 
using the elevator to 
head up to the top plat- 
form when I needed a 
rest. 

A constant barrage of 
missiles and plasma ammo 
finally did him in. I proceeded 
to the Shuttle bay and dusted 
the Officer standing guard. I 
jetted away and made it back 
to the Rebel base where Mon 
Mothma gave me a medal, 
and, of course, another assign- 
ment. - Steve Honeywell 


In the end, it all proved 
worthwhile. 
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IS YOUR MU 


TIMEDIA SYSTEM 
OMETHING? 


If you’re into gaming, you know what I'm talking about... 

Strategic maneuvering, an entire weapons arsenal at your 

fingertips, crisp sound effects, rich music, and everything 
else you need to truly experience the 


The AEROSPACE Deluxe speakers and AEROSPACE 
Sub-woofer combine to make every plane engine, 
every gun shot, every blow to the chest louder, 

clearer and deeper than ever! 


technical advances of today’s 
games! INTERACT Game 
Products work together to 
meet all those needs. 
Just take a look... 


The PC ProPad 4 is the best 
choice for all of your fighting, 
sports, action, and adventure games 
because of its smooth digital output, 8-way directional 


control, semi & hands free auto-fire, four easy-access fire 


buttons, changeable fire button configuration, and 
contoured design. 


The PC Flight Force Pro boasts four fire buttons, 
4-way view, throttle control, Mega Zoom calibration 
software, a contoured grip with hand rests, and 

“smart” auto-fire that adjusts to your game software. 
In addition, its revolutionary compression springs 
won't stretch and tear like other joystick springs. 


INFERAICF 


GAME PRODUCTS 


The magnetically 
shielded 
Deluxe 
speakers 
house an 
internal 
amplifier with 30 watts-per- 
channel maximum music output. 
They include an LCD remote control 
unit for adjusting the bass, treble, 
volume, power, and input functions. The Sub-Woofer’s 
magnetically shielded design hosts an 80-watt 
internal amplifier, and includes independent 
controls for bass, volume, master volume, power, 
and frequency. 


Complete Your Multimedia System with 
INTERACT Game Products! 


For IBM PC and Compatibles. 


Revolutionary 


Compression 
Springs! 


STD Entertainment (USA), Inc. 10945 McCormick Rd. + Hunt Valley, MD 21031 
410-785-5661 * © 1995 STD Entertainment (USA), Inc. ALL RIGHTS RESERVED. 


o 
. 
Engage other races. 


ae Cultivate alliances. 


Trade research. 


SDPO ORBLE SET AL RI EET EERE UMN 


Steal technology. 


Because...sometimes...diplomacy 
just. doesn't work. 
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